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H E Adther of this Treatiſe did cite 
if it met with Approbation , to make an 
Addition to it by way of ApPENDIx, 
Which he has done accordingly. 
It is neceſſary to premiſe, that thoſe, who intend 


to read this Treatiſe, are deſired to peruſe the fol- 


lowing Calculations 3: and they need only charge 
Flentorles with thoſe that are marked with a 


Treu depends. 


Ca: LCULATI ons, directing with meal Certainty, 


| how to play well any Hand or Game, by ſhewing 
the Chances of your Partner” 8 having „ 03. 


Di certain Cards, 


For EXAMPLE, 


I WOoU'D know What is the Chance of his 


ag one certain Card. 


ue. : againſt for 
; bim him 
That be has it not, is N. B. 2 0 
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II. I would know what is the Chance of his 
| having two certain Cards? 12 


Anſwer. 5 5 againſt for 


| him him 
That he has one of them only, is 31 to 26 
That he has not both of them, I7 2 
But that he has 1 or both is about 5 | 
to 4, or Ne $3: 25 32 


III. I would alſo know, what are the Chances 
of his having 3 certain Cards? . 


: Auer. for n 
him him 

That be holds one of them only, 5 6 SE 

325 for him, to 378 againſt him, or about 7 


That he has not 2 of them only, is 156 2 7 5 


for him, to 547 againſt him, or about 

That he has not all 3 of them, is 22) 

: for 8 to 681 * him, or about ; e „ 

| | for againſt 

him bim 

5 But that he has 1 os fatal 1s 155 96 

5 5 for him, to 222 againſt him, or about 3 
And that he has 1, 2, or all * of 
them, is bone 3.3 TY „ 
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An Explanation and Application M the - Calculations, 
neceſſary to be W by ye who are to read 
this Treatiſe. 


Firſt CaLcULATION. 


| | is 2 to I that my Partner has not one certain | 
Card. 
To apply this Calculation, let us ſuppoſe the 
e Adverſary leads a Suit, of which you 
have the King, and one ſmall Card only, you may 
obſerve that it is £ to 1 by putting on your King, 
t 242 the left. hand Adverlary ca cannot win it. 
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Ate let us ſuppoſe that you have the King, 


and three ſmall Cards of any Suit, likewiſe the 
Queen, and three ſmall Cards of any Suit, I would 
| know which is the beſt Suit to lead from; Anſwer, 
from the King, becauſe itis 2 to 1 that the Ace does 


not lye behind you; but it is 5 to 4 that the Ace 
or King of any Suit, lies behind you, and conſe- 
quently, by leading from — — you plaß 
to a Diſadvantage. 

24. CALCULATION. 11 is 5 to 4 at leaſt that 


your Partner has 1 Card out of any 2 certain Cards; 
the like Odds is in favour of your right-hand and — 
left- hand Adverſaries; therefore, ſuppoſe you have 


2 Honours in any Suit, and knowing it is 5 to 4 
that your Partner holds one of the other 2 Honours, 


you do by this Knowledge, pray your Game toa 
greater Degree of Certainty. 


Again, let us ſuppoſe that you have the Queen 


and 1 ſmall Card in any Suit only, and that your 


right hand Adverſary leads that Suit, if you put on 
your Queen, it is 5 to 4 that your left-hand Ad-, 
verſary can win it, and therefore you pay 5 to 4 to 


your Diſadvantage. 


34. CAL uTATTIOR. It is 5 to 2 that your 


Partner has 1 Card out of any 3 certain Cards. 


Therefore, ſuppoſe you have the Knave and 1 


| ſmall Card dealt you, and that your right-hand Ad- 
verſary leads from that Suit, if you put on the 
Knave, it is 5 to 2 that your left-band Adverſary 


has either Ace, King, or Queen of the Suit led, 
and therefore you play 5 to 2 againſt yourſelf; be- 


7 1057 there is a further Conſideration, by making 
ſes upon your Partner throughout that whole Suit. 
And in order to explain the Neceſlity there is, _ 
putting the loweſt of Sequences in all the Suits led, 


i:covery to your right-hand Adverſary, he fineſ- 


let us ſuppoſe that your Adverſary led a Suit, ci 


which you Rave King, Queen, and Knave, ol 


. Queen 
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Queen, Knave, and Ten; by putting on your Knave 
of the Suit of which you have King, Queen, and 
Knave, it gives your Partner an 1 of 


calculating the Odds for and againſt him in that 


Suit, and alſo in all inferior Suits of which you 


have Sequences. | 

A farther Uſe to be made of the foregoing Cal. 
culation, let us ſuppoſe, that you have the Ace, 
King, and 2 ſmall Trumps, with a Quint-major or 
5 other winning Cards in your Hand in any Suit, 


and that you have played Trumps two Rounds, 
and that each Perſon followed Trumps; in this Caſe, 


there are 8 Trumps out, and 2 Trumps remaining 


in your Hand, which make 10, and 3 Trumps 
- which are divided between the remaining 3 Players, 
of which 3 Trumps the Odds is 5 to 2 in your Fa- 


vour that your Partner has 1; and therefore out of 


'Tricks. . 


5 Cards in your Hand, you are intitled to win 5 
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With the De aL, 


The Deal 5 is 21 to 20 
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85 ius the Dar. 3 
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. = - OT Im fl 
9 _ is about - - - 3 
+ ; With the DE aL, 2 
7 to 6 9 A — „„ 4 to 
pn” ons IS 
With the Drar. „„ 
8 to 7 is above 3 m0 2 
9 to 7 1 avout - | 12 to 8 


8 to 9, upon the beſt Computation made at pre- 


ſont, is about 3 and a half in the Hundred, in fa- 
vour of 8 with the Deal: againſt the Deal, the 
Odds is ſtill, tho' ſmall, in Favour of 8 


eee 


CHAP. 1 


Some GENIAL Ru IEs to be ſerved ty Be- 


GINNERS, 


I. 


and begin with the higheſt of the Sequence, unlefs 


you have 5 in Number : In that Caſe play the 
loweh Een in T 1 UPS, when you muſt n — 


H EN you lead, "begin with. the beſt Suit _ 
in your Hand ; if you have a Sequence of 
King, Queen, and Knave, or Queen, Knave, and 
Ten, they are ſure Leads, and never fail gaining 
the Tenge to yourſelf or Partner in other Suits; 
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Knave, and Ten. 
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play the bigheſt) in order to get the Ace or King - 


out of your Partner's or Adverſary's Hand, by 
which means you make Room for your Suit. 
3 
If you have 5 of the ſmalleſt Trumps, and not 
one good Card in the other Svits, trump out, 


which will have this good Conſequence at leaſt, to 
make your Partner the laſt Player, yo by that 
Means gives him the Tenace, 


III. 


If you | have 2 Gall. Trumps only, with Ace = 
and King of two other Suits, and a Deficiency of 
the fourth Suit, make as many Tricks as you can 
immediately; and if your Partner refuſes either of 
pour Suits, do not force as becauſe that may 
| weaken his Game too much. 0 0 


IV. | 
\You need ſeldom return your 6 ERP Lead, if 


you have good Suits of your own to Play, unleſs 
it be to endeavour to fave or win a Game: What 


is meant by good Suits, is in caſe you ſhall have 


Sequences of King, Queen, and Knave, or Queen, 


3 8 | 
If you have ech 5 Tricks, and you are ed 


of getting 2 Tricks, in your own Hand, do not fail 
winning them, in Expectation of icoring 2 that 


Deal; becauſe, if you loſe the odd Trick, it makes 


2 difference, and you PoE: 2 to 1 againſt your-. | 
ſelf 


An Exception to the 8 Rule is, 3 


: you ſee a Probability either of ſaving your Lurch _ 
or winning the Game, in either of which Caſes you: 
are to rilk the odd Trick. 


i - 
When you have a Probability of winning the 


Game, always riſk a Trick or two, becauſe the 
Share of the Stake, which your Adverſary has by 


Bog — —.— anew 


1 A fort TREATISE on 


na new Deal, will amount to more than the Point | 
or two which | 
The N Caſe Nenn to 9 VI. Caſe 


you riſk by that Deal, 


17 257 3, 45 5, 6 „ 
VII. 


If your Adverſary is G or 7 Love, Ry you are 


to lead, your Buſineſs in that Caſe is to riſk a 


Trick or two, in hopes of putting your Game 
upon an Equality; therefore, admitting you have 
the Queen or Knave, and r other Trump, and no 

good Cards in other Suits, play out your Queen 
or Knave of Truthps, by which Means you will 
ſttengthen your Partner's Game, if he is ſtrong * 
=. Trumps 3 : if he 1 is Weak, you do him ho W 


VIII. 


If you are 4 of the Game, you muſt play for ; 
an odd Trick, becauſe it ſaves one half of the 
Stake which you play for; and, in order to win 

the odd Trick, tho? you are pretty ſtrong in 
Trumps, be cautious how you trump out. What 
is meant by Strength in Trumps, is, in caſe you 
, ſhould have 1 Honour and 3 Trumps. 


IX. 


If you are 9 of the Game, and tho? very fiacus 
in Trumps, if you obſerve your Partner to have a 
Chance of trumping any of your Adverſary's ” 
Suits ; in that Caſe do not trump out, but give 


him an Opportunity of trumping thoſe Suits. I 


your Game is ſcored 1, 2, or 3, you muſt play the 
Reverſe ; and alſo at 5,6, or 7 ; becauſe in thele 
two laſt recited Caſes you play: for more than I 

Point. 


. 


If you are laſt 1 and find that the third | 


Hand cannot put on a good Card to his Partner's 


Lead, admitting you have no good Game of your 


own to play, return the Lead vpon the Adver- 


ſary, | 
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es ſary, which gives your Partner the Tenace | in at 


Suit, and often obliges the Adverſary to change 


Suits, and conſequently gains the Teaace in that 


new Suit alſo. 
; „ 
If you have Ace, King, and four mall Trades, 


begin with a ſmall one; becauſe it is an equal 
Wager that your Partner has a better Trump than 
the laſt Player; if ſo, you have three Rounds of 


Trumps; if not, Io cannot fetch out all * 


5 8 NP 


Las XXII. | | 
If you have Ace, King, Knave, and three fmatt 


Trumps, begin with the King, and then play the 
Ree; (except one of the Adverſaries refuſes 
— Trumps) becauſe the Odds i is in 1 8 e, that - 
the e falls. 


oa | 
If you bade King, Queen, and four: take 


' Trumps, begin with a ſmall one, becauſe the Odds 
- * on Jour Side that your Partner has an Honour. 


XIV. 
If you have King, Queen, Ten 2 three ſmall 


Trumps, begin with the King, becauſe you have 
a fair Chance that the Knave falls in the ſecond 
Round, or you may wait to fineſs your Ten upon 
the Return of Trumps from your Partner. 


"Refers to Fu VII. Caſe 1 „25 3. 
XV. 
If you have Queen, Knave, at for ſmall 


; Trumps, begin with a ſmall one, becauſe the Odds 
is in your favour that your Partner has an Honour. 


VJ 
If you have Queen, Knave, Nine, aa three 


ſmall Trumps, begin with the Queen, becaufe = 


you have a fair Chance that the Ten falls in the 


: ſecond Round ; or you may wait to finels the Nine. 


Refers to Chap. VII. Caſe 1, 2, 3. 
XVI. 
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CS » OR = 
If you have Knave, Ten, and four ſmall 
Trumps, begin with a ſmall one, for the : Renlons 
aſſigned | in N* 13 
VF 
If you have Knave, Ten, Eight, and this Call 
Trumps, begin with the Knave, in order to pre- 
vent the Nine from making a Trick, and the Odds 
is in your favour that the three Honours fall in two 
. Rounds. 5 
| XIX. 
II vou have fix T umps of a lower Bene 
mination, you are to begin with the loweſt, un- 
leſs you ſhovld bave Ten, Nine, and Eight, and 
an Honour turns up againſt you; in that Caſe, if 
you are to play through the Honour, begin with _ 
the Ten, which obliges the Adverſary to play his 
Honour to his Diſadvantage, or leave it in your 
Ons. 8 Option whether he will paſs it or not. 
If you hare Ace, King, and three ſmall Tramps, 
begin with aimall one, for the Reaſons IE? in 
Ne, 15. 5 
XXI. 5 
If you have Ace, King, and Knave, ad two 
ſmall Trumps, begin with the King, which, next 
to a moral Certainty, informs your Partner that 
you have Ace and Knave remainiog ; and, by 
putting the Lead into your Partner's Hand, he plays 
you à Trump, upon which you are to finels the 
Knave, and no ill Conſequence can attend ſuch 
Play, except the Queen lies behind you ſingle. 
Refers to Chap. VII. Cale I „ 
CEE © 05% 
If you have King, Queen, and three ſmall 


| T rumps, begin with a ſmall one, for the "ow 
| Reaſonsin N'. 15. 
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85 If you b King, Queen, Ten, FRE two fall Y 


T rumps, begin with the King, for the Reaſons al- | 
figned in N*. 21 
XIV. 

If you have Queen, Knave, and three ſmall 
Trumps, begin with a ſmall one, for the Reaſons _ 


XXV. yo 
IF you have es, Knave, Nine, and two ſmall ; 


| Trang, begin with the Qucen, for the 3 
aſſligned! in N'. 16. 5 


ä 8 
If you have Knave, Ten, and three ſmall. 


oP rumps, begin with a ſmall one, for the Reaſons 
| aligned | in Nis. A 


XXVII. 
If you have Knave, Ten, Eight, and two „ : 


- Truwps, begin with the Knave, becauſe in two _ 

_ Rounds of Trumps it is Odds but that the Nine 
falls ; or, upon the Return of Trumps from your 
: Farmer, you may fineſs the Eight. 


XXVIII. 
1 you have five Trumps of a lower Denomi- 


nation, it is the beſt Play to begin with the loweſt, 
unleſs you have a Sequence of Ten, Nine, and 

Eight; in that Caſe, begin with the maden of the 
e 5 


i XXIX. 9, 
Ik: you have Ace, King, and two mall Trumps, 


begin with a ſmall one, for the Reaſons aſſigned i in 5 
1 . 


XXX. 


0 you have Ace, King. Knave, and one n 


Trump, begin with the King, for the Reaſons aſ- 
fi igned | in 1 Ne. 21, 


Þ © & < ak 
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. you have King, Queen, and two ſmall 
Trumps, begin with a ſmall one, for the Reaſons 
aſſigned in Ne. 15. 


XXXII. 

If you have King, Queen, Ten, and one mall 
Trump, begin with the King, and wait for the 
Return of Trumps from your Partner, when you 


are to fineſs your Ten, in order to win the Knave. 


r 
Ik. you have Queen, Knave, Nine, and one ſmall 


Trump, begin with the Queen, in order to * | 
vent the Ten from making a Trick. : | 


XXIV. 


op you have Knave, Ten, and two ſmall Trance oy 
begin with a ſmall one, for the Nellen —— 


in No. 15. 


XXV. 


= If you have Knave, Ten, Eight, and one ſmall 
: Trump, begin with the Knave, in order to oe 
vent the Nine from making a Trick. 


XXXVI. 


If you have Ten, Nine, Eight, and one ſmall 
Trump, begin with the Ten, which leaves it in 


your Partner's Diſcretion, whether he will | pare on or 


| not. 


LEVI. 
If you have Ten and three ſmall Trumps, be- 


gin with a {mall one. 


S0502000000020D200006 


„ © & 
Some Paxr rev L AR Ru TES to be oer ves. 
1. 
F you have Ace, King, and four ſmall Trumps, 
with a good Suit, you muſt play three Rounds 
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of Trumps, otherwiſe on — have your firong . 
Spit trumped. | 


. 1 
If you have . Queen, and four "Y 


4 T rumps, with a good Suit, trump out with the 
Eing, becauſe when you have the Lead again a you 


will have three Rounds of Trumps. 
3 - 
be you have King, Queen, Ten, md three ſmall 85 


1 Trumps, with a good Suit, trump out with the 

_ _ King, in Expectation of the Knave's falling at the 

| ſecond Round; and do not wait to fineſs the T en, 
18 fear your ſtrong Suit ſhould be trumped. 


e + #4 . 
If you have Queen, Knave, and three ſmall 
2 with a 88 Suit, trump out with a ſmall 


If you have Queen a Knave, Nine, Ry two ſmall 


T rumps, with a good Suit, trump out with the 


Queen, in Expectation of the Ten's falling at the 
ſecond Round; and do not wait to fineſs the Nine, 


but trump out a ſecond time for the Reaſons aſe 
: ſigned in Caſe III. in this Chapter. „„ 


VI. 


If you have 0 Ten, and three Gall 1 5 
5 Tr * with 38000 Suit, e out WH 1 a ſmall | 


VV 
lk. you | have Knave, Ten, Eight, ad two mall 


Trumps, with a good Suit, trump out with the 
| Kaave, in Expectation of the Nine” 8 . at the 
ſecond Round. | 


5 VIII. 5 
of you have Ten, Nine, Eight, 4 one + Gull 


Trump, with a 8. 8996 Suit, trump. out with the 


Ten. 
0 H A P. 
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CHAP. III. 


PARTICULAR Games, and the Manner in which 
they are to be played, after a Learner has made 


ſome Progreſs in the Came. 


UP OSE you are elder Hand, and that your 
Game conſiſts of King, Queen, and Knave, 
of one Suit, Ace, King, Queen, and two ſmall 
Cards of another Suit, King and Queen of the third 
Suit, and three ſmall Trumps : Query, How is 
this Hand to be played? You are to begin with 
the Ace of your beſt Suit (or a Trump) which in. 
forms your Partner that you have the Command 
of that Suit; but you are not to proceed with the 
| King of the ſame Suit, but you muſt play a 
Trump next; and if you find your Partner has 
no Strength to ſupport you in Trumps, and that 
your Adverſary plays to your weak Suit, viz. the 
King and Queen only, in that Caſe play the King 
of the Suit which belongs to the beſt Suit; and 


if you obſerve a Probability of either your Adver- 


| faries being likely to trump that Suit, proceed then 
and play the King of the Suit of which you have 
King, Queen, and Knave. If it ſhould ſo hap- 
pen, that your Adverſaries do not play to your 
weakeſt Suit, in that Caſe, tho? apparently your 
Partner can give you no Aſſiſtance in Trumps, 
purſue your Scheme of trumping out as often as the 
Lead comes into your Hand: by which Means, 
| ſuppoſing your Partner to have but two Trumps, 
and that your Adverſaries have four each, by three 
Rounds of Trumps, there remain only two "Trumps 


againſt you. : | 


II. 


IIS 
ih 1 
I 
HK 


Fr 


8 8 TORE 1 Ys nad DSS , k — ; 
2 377... 8 IR I . JE . "= © ALE N : 2 - e 
Sand. ESSE NID A — d W W 3 * - wy HE ad 2 N I 0 7 . * . 
- — e n r I: <> 3 bs 4.0% N y bom” 6-8 \ wks g « — : 3 nd b 
2 g * . Wo 8 3 - , 4 8 : 8 * 7 e . 3 2 1 bi . T7 2 at Ms * 2 0 F 
N, 2 4 5 h 9 LS 5 1 o ) 
A + — N Mus ”» * * Fe . 


dC a am  a- a a * Rog 


by __ 
is as be 
. - 8 5 Reg” Wo $I: 4% 
n 86. 1 ES. : 7 2% n r CO — ” 
: J . . : 82 FF ae ST 
5 * * F x Th by. = . _ 3 > N S. 
Lg , - : ; © 40 LI : ; : . 2 8 5 N 2 e * 
OED 7 Fo \ 3 on oe  - E 0 2 . EOS 3 c „ 0 FS 5 * 2 — 
e : : 4 : , : . . 3 Een ok Dp — an ; 
D . ; 5 Vo 1 : * 1 r q aa 5 3 =: P Wa, . 4 by - 
a G 5 S ˙ NS 3 W 8 3 l S - : 
BF. Ee I ey Ie Sona Sox: oy of og ** , . ; 
Mrs Boe I Ine any _ ae PH K : , 
ya r . ALD OY K . 


the Game of Wars. 1 
oo, Wee ans; | 


Suppoſe you have Ace, King, Queen, and one 
ſmall Trump, with a Sequence from the King of 
five in another Suit, with four other Cards of no 
Value. Begin with the Queen of Trumps, and 


purſue the Lead with the Ace, which demonſtrates 
to your Partner that you have the King: And as 


it would be bad Play to purſue Trumps the third 
| Round, till you have firſt gained the Command 
of your great Suit, by ſtopping thus, it like wiſe 
informs your Partner that you have the King ard 


one Trump only remaining; becauſe, if you had 
Ace, King, Queen, and two Trumps more, and 
Trumps went round twice, you could receive no 


Damage by playing the King the third Round. 
When you lead your Sequence, begin with the 


loweſt, becauſe if your Partner has the Ace, 


he plays it, which makes room for your Suit. 


And ſince you have let your Partner into the State 


of your Game, as ſoon as he has the Lead, if he 
bas a Trump or two remaining, he will play 


Trumps to you, with a moral Certainty that your 
King clears your Adverſaries Hands of all their 
JJ T.... Ob „ 
Ss, OCONEE (155 
Second Player. 


Suppoſe you have Ace, King, and two ſmall | 
Trumps, with a Quint-Major of another Suit; 
in the third Suit you have three ſmall Cards, 

and in the fourth Suit one. Your Adverſary on 


your right-hand begins with playing the Ace of 
your weak Suit, and then proceeds to play the 


King: In that Caſe, do not trump. it, but throw 


away a loſing Card, and if he proceeds to play 


the Queen, throw away another loſing Card; and 


do the like the fourth Time, in hopes your Part- 


4 ner may trump it, who will in that Caſe play a 


ee Trump, b 
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are played, go on with them two Rounds, and then 
proceed to play your ſtrong Suit, by which Means, 


Trump, « or will play to your ſtrong Suit : If Trumps 


if there happen to be four Trumps in one of your 


Adverſary's Hands, and two in the other, which 
is nearly the Caſe, your Partner being intitled to 


have three Trumps qut of the nine, conſequently 


there remain only fix Trumps between the Adver- 
ſaries; your ſtrong Suit forces their beſt Trumps, 


and you have a Probability of making the odd 


Trick in your own Hand only; whereas if you 
had trumped one of your Adverſaries beſt Cards, 


you had ſo weakened your Hand, as probably not 


to make more — five Tricks without Your Part- 
ner” 8 _ | | 


IV. 


Suppoſe you have Ace, Queen, _ three ſmall 
Trumps ; Ace, Queen, Ten, and Nine of ano- 
ther Suit ; with two ſmall Cards of each of the 
other Suits : Your Partner leads to your Ace, 
| Knave, Ten, and Nine; and as this Game re- 

quires rather to deceive your Adverſaries, than to 
inform your Partner, put up the Nine, which na- 
turally leads the Adverſary to play Trumps, if he 
wins that Card. As ſoon as Trumps are played 
to you, return them upon your Adverſary, keep- 

ing the Command in your pwn Hand. If your 
Adverſary who led Trumps to you, puts up a 

Trump which your Partner cannot win, if he has 

no good Suit of his own to play, he will return 

your Partner's Lead, imagining that Suit lies be- 
| tween his Partner and yours; if this Fineſs of 
yours ſhould ſucceed, you will be. 2 great Gainer 

: by” it, but ſcarcely polſible to be Aa Loſer. 11 at 

v. | 


9 06 you have Ace, ins, and three ſmall 
Trumps, with a Quart from a King, and two 
fmall Cards of another Suit, and one ſmall Card 
to 
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to each of the other Suits; ; your Adverſary leads a 
Suit of which your Partner has a Quart- Major; 
your Partner puts up the Knave, and then proceeds | 
to play the Ace: You refule to that Suit by play- 


ing your looſe Card; when your Partner plays the 


King, your Right- hand Adverſary trumps it, ſup- 
poſe with the Knave or Ten, do not over-trump | 


him, which may probably loſe you two or three 


Tricks by weakening of your Hand : But if he 
leads to the Suit of which you have none, trump it, 


and then play the loweſt of your Sequence, in order ; 


to get the Ace either out of your Partner's or Ad- 
verſaries Hand; which accompliſhed, as ſoon as 


you get the Lead, play two Rounds of Trumps, 


and then proceed to play your ſtrong Suit. Inſtead 


of your Adverſaries playing to your weak Suit, 
if he ſhould play Trumps, do you go on with 5 
them two Rounds, and then proceed to get the 


Command of your ſtrong Suit, but you will ſel⸗ 


dom find this laſt Method prafled, . Ks mo- 


derate Players, 


EG 4% | 
0 H A P. Iv. 


Games to be levied with certain Dhſtrontions where- 


by you are afſured that your Partner has no more 
= me Suit ayes either by younger or him. : 


„ Firſt Example. Tn 
UPPOSE you lead from Queen, Ten, Nine,” 
and two ſmall Cards of any Suit; the ſecond 
Hand puts on the Knave, your Partner plays the 
Eight; in this Caſe, you having Queen, Ten, and 
Nine, it is a Demonſtration, if he plays well, that 
he can have no more of that Suit. Therefore, by 
0 | that 


18 A ſhort TREAT1SE on 


Suit. 


that Diſcovery, you may play your Game accord- 


ingly, either by forcing bim to trump that Suit if 
you are ſtrong in Trumps, or by playing ſome o- 
ther Suit. PO he OT 


II. Second Example. 5 
Suppoſe you have King, Queen, and Ten of a 


Suit, and you lead your King, your Partner plays 
the Knave, this demonſtrates he has no more of that 


III. Third Example, which varies from the two 
1 <<... me 3 Ot Rs 


Boyppoſe you have King, Queen, and many more 
of ea Suit, and you begin with the King, in ſome 
| Caſes it is good Play in a Partner, when he has the 


Ace and one ſmall Card in that Suit only, to win his 


Partner's King with his Ace, for ſuppoſe he is 
very ſtrong in Trumps, by taking his Partner's 


King with the Ace, he trumps out, and after 


he has cleared the Board of Trumps, he re- 
turn's his Partner's Lead, and having parted with _ 
the Ace of that Suit, he has made room for his 


Partner to make that whole Suit, which poſſibly 


could not have been done if he had kept the Com- 
mand in his Hand. 3 . 1 
And ſuppoſing his Partner has no other good 
Card in his Hand beſides that Suit, he loſes nothin 
by the Ace's taking of his King; but if it ſhould ſo 
happen that he has a good Card to bring in that 
Suit, he gains all the Tricks which he makes in 


that Suit, by this Method of Play; and as your 


Partner has taken your King with the Ace, and 
trumps out vpon it, you have Reaſon to judge he 
has one of that Suit to return you, therefore do 
not throw away any of that Suit, even to keep a a 
King or Queen guarded. | 
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CHAP, V. 


Particular Games both to endeavour to deceive and 
diſtreſs your Adverſaries, and to — 
— fo Rwy Farmer... 


Wy Firſ? Example 


5 GuerosE iz I play the Ace of a Suit of hich. | 


I have Ace, King, and three ſmall ones; the 


laſt Player does not chuſe to trump it, having none 
of the Suit; if I am not ſtrong enough! in Trumps, 

I muſt not play out the King, but keep the Com. 
mand of that Suit in my Hand nj playing of a ſmall _ 


one, which I muſt do in order to weaken his 


1 Second Example. - 
If a Suit is lead of which I have none, and a 
moral Certainty that my Partner has not the beſt 


of that Suit, in order to deceive the Adverſary I 


throw away my ſtrong Suit; but to clear up Doubts 
to my Partner, when he has the Lead I throw _ 
away my weak Suit. This Method of Play will 
generally ſucceed, ks you play with very good 


Players, and even with them, you will oftner gain 


than loſe by this Method of Play. 


See e 
© H AP. VI. 


Particular Games to be and. by which you 1 run 


the Riſk f 5 ng one Trick only to gain three. 


E Fir Example. 
dupposk Qlubs to be Trumps, a Rat is 


45 by your bar e your Partner hav- 
ing 
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ing none of that Suit, throws away a Spade; 
Fou are then to judge his Hand is compoſed of 
Tramps and Diamonds; and ſuppoſe you win that 
Trick, and being too weak in Trumps, you dare 
not force him; and ſuppoſe you ſhall have King, 


| Knave, and one ſmall Diamond; and further ſup- 
poſe your Partner to have Queen and five Dia- 


monds; in that Caſe, by throwing out your King i 
in your firſt Lead, and your Knave in your ſecond, 
your Partner and you may win five Tricks in that 


Suit; whereas if you had led a ſmall Diamond, 
and your Partner's Queen having been won with the 


Ace, the King and Knave remaining in your Hand, 

obſtrufts his Suit: And tho? he may have the long 
Trump, yet, by playing a ſmall Diamond, a 
his long Trump having been forced out of his 
Hand, you loſe by. this Method of Play three 


Tricks in that Deal. 
i II. Second Example, 


Suppoſe in the like Caſe of the former, you 
ſhould have Queen, Ten, and one ſmall Card in 


your Partner's ſtrong Suit; which is to be diſco- 
vered by the former Example ; and ſuppoſe your 
Partner to. have Knave and five ſmall Cards in his 


ſtrong Suit; you having the Lead are to play your 


Queen, and when you play again you are to play 
your Ten; and ſuppoſe him to have the long 


Trump, by this Method he makes four Tricks in 

that Suit, but ſhould you play a ſmall one in that 

Suit, his Knave being gone, and the Queen re- 
maining in your Hand in the ſecond Round of play- 


ing that Suit, and the Jong Trump being forced out 
of his Hand, the Queen remaining in your Hand 
obſtructs the Suit, by which Method of play you 
loſe three Tricks in that Deal. IF. | 
III. Third Example. | 
In the former Examples you have been ſuppoſed 
to have had the Lead, and by that Means have 


had 
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be plays his Ace, do you play your Ten, ang 
© when he plays his King, do you play your Queen ; . 
by which Method of Play you Gy rh riſk one Trick 15 
1 to > get four. 135 
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had an Opportunity of throwing out the beſt Cards 


in your Hand of your Partner's ſtrong Suit, in order 


to make room for the whole Suit, we will now. 


ſuppoſe your Partner is to lead, and in the Courſe 


of Play, it appears to you that your Partner has 
one great Suit ; ſuppoſe, Ace, King, and four ſmall 


'ones, and that you have Queen, Ten, Nine, and a 
very ſmall one of that Suit; when your Partner 


plays the Ace, you are to play the Nine; when 
he plays the King, you are to play the Ten ; by 
which means you fee, in the third Round, you 
make your Queen, and having a ſmall one remain- 


ing, you do not obſtruct your Partner's great Suit; 
whereas if you had kept your Queen and Ten, and 
the Knave have fallen from the Adverſaries, you ; 


had loſt two Tricks in that Deal. 
IV. Fourth Example. 
Suppoſe in the Courſe of Play, as in the former 
Caſe you find your Partner to have one great Suit, 


and that you have King, Ten, and a ſmall one of 


that Suit, your Partner leads the Ace, in that Caſe 


play your Ten, and in the ſecond Round your 


King ; this Method is to prevent Arm's of 


obſtructing your Partner's great Suit. 


V. Fifth Example. 

Suppoſe your Partner has Ace, King, and four 
ſmall Cards in his great Suit, and that you have 
Queen, Ten, and a (mall Card in that Suit; when 


3 Sixth Example. mY 
we will now ſuppoſe you to have five Cards of 


your Partner's ſtrong Suit, viz. Queen, Ten, Nine, 
Eight, and a ſmall one; and that your Partner has 
Ace, King, and four ſmall ones ; when your Part- 
ner Pays the 2 do you play Nan gn ; when 


he 
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he plays the King, do you play your Nine an q 
in the third Round, no body having any of that 


Suit, except your Partner and you, procced then to 


play the Queen, and then the Ten; and having a 
| ſmall one remaining, and your Partner two, you 
thereby gain a Trick, which you could not have 
done but by playing the high Cards, and by keeping 
a a ſmall one to play to your Partner. 4 


Se G er red hh 
5 CHAP. vII. 1 


Particular Games to be Played when your Adverſa- 
ry turns up an Honour on your right Hand, with 


DiREcTIoNS how to play when an Honour is 
turned up on your left Hand. NN 


I. Firſt Example. 


8 the Knave is turned up on your right | 
Hand, and that you have King, Queen and 
Ten, in order to win the Knave, begin to play with 
your King, by which Method of Play, your Partner 


may ſuppoſe you to have Queen and Ten remaining, 
eſpecially if you have a ſecond Lead, and that you 
do not proceed to play your Queen, 
II. Second Example. 


The Knave being turned up as before, and that 
vou have Ace, Queen, and Ten, by playing of _ 
your Queen, it anſwers the like Purpoſe of the 


former Rule. es Fog es 
III. Third Example. - 
If the Queen is turned up on your right Hand, 
and that you have Ace, King, and Knave, by play- 
ing your King, it anſwers the like Purpoſe of the 
former Rule. | 
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err αοτ, 


I nts Won”... 
OLE 0. JO” 
| Suppoſe an Honour is turned vp on your left 


Hand, and ſuppoſe you ſhould hold no Honour, in 
| that Caſe you are to play Trumps thiough that Ho- 


nour; but in Caſe you ſhould hold an Honour (ex- 


ceptthe Ace) you muſt be cautious how you pla: 


Trumps, becauſe, in Caſe your Partner hold no 
Honour, your Adverſary will play your own Game 


"CHAP; VU. 


A CASE 70 demonſtrate the Danger of forcing your 


Partner. 


 CUPPOSE A and B Partners, and that A has a 
O Quint-major in Trumps, with a Quint-major, 


and three ſmall Cards of another Suit, and that 4 


has the Lead; and let us ſuppoſe the Adverſaries C 


and D to have only five Trumps in either Hand: 


In this Caſe, A having the Lead, wins every Trick, 


Suppoſe, on the contrary, C has five ſmall 
Trumps, with a Quint-major and three ſmall Cards 


of another Suit, and that Chas the Lead, who forces 
A to trump firſt, by which means 4 wins only five 
Tricks. © Mk ant nw e 


„„ 5 
ACass to demonſtrate the Advantage by a Saw, 
| Suppoſe 4 and B Partners, and that 4 has a 
Quart-major in Clubs, they being Trumps, another 
Quart- major in Hearts, another Quart-major in 


Diamonds, and the Ace of Spades: And let us ſup- 
poſe the Adverſaries C and O to have the followin 


Cards, viz. C has four Trumps, eight Hearts 
FO 21 


| "F ſort TRE ATISE on 
and one Spade; D has five Trumps and eight Dia- 


his Quart-major in Trumps only. 


** to 3 it. 


[What Hilla in this Treatiſe i is the 222 . 
miſe, ed.] | 
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CHAP. IX. 


Containing Variety of Cap ES, intermixed with 
CALCULATIONS, demunſtrating when it is pro- 
per, at ſecond Hand, to put up the King, Queen, 


&c. 


GUPPOSE you have four ſmall Trumps ; in the 


three other Suits you have one Trick ſecure in 
each of them; and ſuppoſe your Partner has no 
Trump, in chat Caſe the remaining Nine Trumps 
muſt be divided between your Adverſaries, ſuppoſe 


five in one Hand, and four in the other, as often 
as you have the Lead, play Trumps ; and ſuppoſe | 
you ſhould have four Leads, ! in that Caſe, you ſee 


your Adverſaries make only five Tricks out of nine 
Trumps ; whereas if you had ſuffered them to make 


their Trumps ſingle, we might poſſibly have 


made nine T ricks. | 


monds; C being to lead, plays an Heart, D trumps. 
it; D plays a Diamond, C trumps it; and thus pur- 
| ſuing the Saw, each Partner trumps a Quart-Ma- 
Jor of 4's, and C being to play at the ninth Trick, 
plays a Spade, which D trumps; thus C and D 
have won the nine firſt Tricks, and leave A with 


The foregoing Caſe ſhews that whenever you 
gain the Advantage of ater: ba Saw, it is Tow 


Have, or Ten, with one ſmall Card of any Suit, 


By | 
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By this Example, you ſee the Neceſſiiy there is 


of taking out two Trumps for one upon moſt Oc- 
caſions. . | 


* 


'} Yet there is an Exception to the fore going Rule, 


becauſe if you find in the courſe of Play that your 
Adverſaries are very ſtrong in any particular Suit, 
and that your Partner can give you no Aſſiſtance 
in that Suit, in ſuch a Caſe you are to examine 
your own, and alſo your Adverfaries Scores, be- 
Cauſe by keeping one Trump in your Hand to 
- trump ſuch Suit, it may be either a means to ſave 


or win a Game, EE 
| Suppoſe you have Ace, Queen, and two ſmall 
Cards of any Suit; your right hand Adverſary 


2 leads that Suit; in that Caſe, do not put up your 
Queen, becauſe it is an equal Wager that your Part- 
= ner has a better Card in that Suit than the third 


Hand); if ſo, you have the Command of that Suit. 
An Exception to the foregoing Rule is in caſe 


vou want the Lead, then you are to put up your 


Queen, 


\ oh | , I | 1 | | 
, 
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Never chooſe to lead from King, Knave, and 

one ſmall Card in any Suit, becauſe it is 2 to I that 
your Partner has not the Ace, and alſo 32 to 25, 
or about 5 to 4, that he has Ace or Queen; and 
therefore as you have only about 5 to 4, in your 
'2 Favour, and as you muſt have four Cards in ſome 
bother Suit, ſuppoſe the Ten to be the higheſt, lead 
that Suit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the laſt 


Player; and if the Ace of the firſt- mentioned Suit 


lies behind you, which is an equal Wager it ſhould 
ſo happen, in caſe your Partner has it not, in this 
Caſe, on your Adverſaries leading this Suit, you 
probably make two Tricks in it by this Method 
of Play, „„ 


— hs 
— 


" 
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____— 
 Luppoſe i in the Courſe of Play i it appears to you, 


that your Partner and you have four or five Trumps 


remaining, when your Adverſaries have none, and 


that you have no winning Card in your Hand, but 


that you have Reaſon to judge your Partner has a 


thirteenth Card, or ſome other winning Card in 
his Hand; in that Caſe play a ſmall Trump, to 
put the Lead into his Hand, in order to throw | 


away any loſing Card in your Hand, upon fuch 
thirteenth or other good Card, 


 ©00000000000, S #0000000 | 


CHAP. X. 


Some Dire chens for putting up at ſecond FR King, 


Veen, 8 or Ten, of * Cats & c. 
1 
QUPPOSE y you ha” the King, and one fall 


Card of any Suit, and that your right-hand 


Adverſary plays that Suit: if he is a good Player 

do not put up the King, unleſs you want the Lead, 

| becauſe a good Player ſeldom leads from a Suit of 

which he has the Ace, but keeps it in his Hand 

iron the Trumps are played out) to ny in his 
og” Suit. + 


e you have a Queen md one ſmall Card 
of any Suit, and that your right-hand Adverſary 


leads that Suit; do not put on your Queen, be- 


cauſe ſuppoſe the Adverſary has led from the Ace 
and Knave, in that Caſe, upon the Return of that 
Suit, your Adverſary fineſſes the Knave, which is 
generally good Play, eſpecially if his Partner has 
played the King, you thereby make your Queen; 
but by putting on the Queen, it ſhews your Ad- 


verſary chat you have no Strength | in that Suit, and A 
conſequently 13 


/ ðͤ EO: .-- 


ry 


Cards of a 


that Suit; upon which you play your Ace, and your 
Partner plays the Knave. 


in Trumps, you are to return a ſmall one in that 
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conſequently puts him upon fineſſing upon your 
Partner throughout that whole Suit. 


HI. 
In the former Examples you have been fem ; 


ad when it is thought proper to put up the King or 
Queen at ſecond Hand; you are likewiſe to obſerve, 
in caſe you ſhould have the Knave or Ten of any 
Suit, with a ſmall Card of the ſame Suit, it is ge» 
_ nerally bad Play to put up either of them at ſecond 
Hand, becauſe it is five to two that the third Hand 
has either Ace, King, or Queen of the Suit led; it 
therefore follows, that as the Odds againſt you is five 
to two, and though you ſhould ſucceed ſometimes by 
this Method of Pla. 
Loſer, becauſe it emonſtrates to your Adverſaries 


„yet in the main you muſt be a : 


that you are weak in that Suit, and conſequently they 


N fineſs upon your Partner throu Shout that whole Suit. | 


Suppoſe you have Ace, King, at three ſmall 
pit, your right-hand Adverſary leads 


In caſe you are ſtrong : 


Suit, in order to let your Partner trump it: And 


this Conſequence attends ſuch Play, viz. you keep 
the Command of that Suit in your own Hand, and 
at the ſame Time, it gives your Partner an Aan 


mation that you are ſtrong in Trumps; and there- 


fore, he may play his Game accordingly, either 


in attempting to eſtabliſh a Saw, or by trumping 


out to you, if he has either Strength i in Trumps, 


or the Command of hes other Suits. 2 - 
Suppoſe A and B's Game is ore 6, the Ad- 
verſaries C and O is ſcored 7, and that q Cards are 


% played out, of which 4 and B have won 7 Tricks, 


and ſuppoſe no Honours are reckoned in that Deal 


in this Caſe A and B have won the odd Trick, 
D 2 which 


„ Es 1 fort Tail rin on 


which puts their Game upon an Equality; ; and ſup-_ 


poſe A to have the Lead, and that A has two of 
the ſmalleſt Trumps remaining, with two winning 
Cards of other Suits; and ſuppoſe C and D have 
the two beſt Trumps between them, with two 


other winning Cards in their Hands, Query, How 


are you to play this Game? It is 11 to3 that C 


has not the 2 Trumps; and, likewiſe, 11 to 3 
that D has them not: The Odds being ſo much in 
As Favour to win the whole Stake, it is his Inte- 
| Teſt to play a Trump; for ſuppoſe the Stake to be 
Jol. depending, A wins the whole Stake, if he 
ſucceeds by this Method of play; but ſhould he 


play the cloſe Game, by forcing Cor D to trump 


firſt, he having won the odd Trick already, and 


; being ſure of winning two more in his own Hand, 
by this Method his Game will be ſcored 9 to 7, 


which is about 3 to 2, and therefore, A's here of 
the 70/. will amount only to 421. and, by this 
Method, A only ſecures 71. Profit; but in the 


other Caſe, upon ſuppoſition that 4 and B have 


'I1 to 3 of the Stake depending, as aforeſaid, by 


playing his Trump, he is intitled to 550 out of 
the 7ol. depending. 


The foregoing Caſe being duly. attended to, 
may be applied to the like Furpoſe, in other Parts 


: of the Game, 
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CH AP. XI. 


Some De bow to = when an tes; 


King, or Queen, are turned up on your A 
Hand, &c, 


. e the Ace is turned up on your Right- 
hand, and that you have the Ten and Nine of 


"Trumps only, with Ace, King and Queen of ano- 


ther Suit, and eight Cards of no Value, Query, 


How. 


the GA of. Wuisr. = 


How muſt this Game be played ? Begin with the 


Ace of the Suit of which you have Ace, King, and 
Queen, which is an Information to your Partner 


that you have the Command of that Suit; then play 


your Ten of 'Trumps, becauſe it is five to two that 
your Partner has King, Queen, or Knaye ob 


Trumps; and tho? it is about ſeven to two that your 
Partner has not two Honours, yet, ſhould he chance 
to have them, and they prove to be the King and 
| Knave, in that Caſe as your Partner will paſs your 
Ten of Trumps, and as it is 13 to 12 againſt the 
laſt Player for holding the Queen of Trumps, upon 
ſuppoſition your Partner has it not, in that Caſe, 
when your Partner has the Lead, he plays to your 
ſtrong Suit, and upon your having the Lead, you 
are to play the Nine of Trumps, which puts it in 


Four Partner's Power to be almoſt certain of win- — 
ning the Queen, if he lies behind it. 


The foregoing Caſe ſhews, that A up 1 


Ace againſt you, may be made leſs beneficial to 
your e provided you play by this Rule. 
II. 


If the King o r Queen are tarned 55 on your | | 
Right hand, the like Method of Play may be made 


| uſe of; but you are always to diſtinguiſh the Dif- 
ference of your Partner's Capacity, becauſe a good 


Player will make a proper Uſe of ſuch Plays but a. 
bad one feind if eee | 
| III. 


1 the Adverſary on your Right-band 


leads the King of Trumps, and that you ſhould 
have the Ace and four ſmall Trumps, with a good. 


Suit; in this Caſe it is your Intereſt to paſs the 
King; and tho? he ſhould have King, Queen, and. 


Knave of Trumps, with one more, if he is a mo- 


derate Player, he will play the ſmall one, imagin- 


ing that his Partner has the Ace; when he plays. | 
h the {mall one, you are to paſs it, becauſe it is an. 


„„ | equal 
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ſil | -Zood Reaſon for this Method of Play, and conſe- 
i quently, if he has a third Trump remaining, he 
will play it, if not, he will play his beſt Suit. 


4A Critical Cavs to win an odd Trick. 


has only two ſmall Cards of 4's Suit: C has Queen 


4 Tricks out of the fix Cards in his Hand, in or- 


turns that Suit, 4 paſſes it, and C puts up his 


C imagining the Ace of that Suit to be in his Part- 
ner's Hand, returns it, by which means A wins 
the 4 laſt Tricks, and conſequently the Game. 


alſo an equal Wager that the Ace lies ſingle, either 
in your Adverſaries Hand or Partner's ; in either of 


Which Caſes it is bad Play to put on your King; 


. equal Wager that your Partner has a better Trump 
than the laſt Player; if fo, and that he happens to 
be a toſerable Player; he will judge you have a 


Suppoſe A and E Partners againſt C and D, and 
ſuppoſe the Game to be Nine all, and ſuppoſe all 
the Trumps are played out, A being the laſt Player, 

bas the Ace and four other ſmall Cards of a Suit in 
bis Hand, and one thirteenth Card remaining; B 


and two other ſmall Cards of that Suit; D has 
WH King, Knave, and 1 ſmall Card of the ſame Suit. 
0, A and B have won 3 Tricks, C and D have won 
e 4 Tricks; it therefore follows, that A is to win 


der to win the Game. C leads this Suit, and D 
puts up the King; A gives him that Trick, D re- 


Queen: Thus C and D have won fix Tricks, and 


Suppoſe you ſhould have the King and five ſmall 
Trumps, and that your Right-hand Adverſary plays 
the Queen; in that Caſe do not put on your King, 
| becauſe it is an equal Wager that your Partner has 
the Ace; and ſuppoſe your Adverſary ſhou'd have 
Queen, Knave, Ten, and one ſmall Trump, it is 


but 


14 2380 
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burt if the Queen of Trumps is led, and that you 
Z ſhould happen to have the King, with two or three 
Trump, it is the beſt Play to put on the King, be- 
- 7 cauſe it is good Play to lead from the Queen and 
e one ſmall Trump only; and in that Caſe, ſhould. 
'Z your Partner have the Knave of 'Trumps, and your 
Left-hand Adverſary hold the Ace, your negleQ- 
ing to put on the King is the Loſs of a Trick. 


7 9299902070500 *:2600000 = 
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e pposE the Ten is turned up on your Right- 
D hand, and that you ſnou'd have King, Knave, 
Nine, and two ſmall Trumps, with eight other 
Cards of no Value, and that it is proper for you to 
lead trumps; in that Caſe, begin with the Knave, 
in order to prevent the Ten from making a Trick; 
and tho' it is about five to four that your Partner 
bhauoolds an Honour, yet if that ſhould fail, by fineſſing: 
your Nine on the Return of Trumps from your 
Partner, you have the Ten in your Pawer, 
.* The Nine being turned up on your Right-hand,. 
and that you ſhould have Knave, Ten, Eight, and 
two ſmall Trumps, by leading the Knave it an- 
ſiuers the like Purpoſe of the former Caſe. 
"Fa DO a cc. | 
Fou are to make a wide Difference between a2 
Lead of Choice, and a forced Lead of your Part- 
ner's; becauſe in the firft Caſe he is ſuppoſed io 
lead from his beſt Suit, not finding you deficient 
in that Suit, and being ſtrong enough in. Trumps, 


. a _”0. oy: ew VO WW: og 
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and not dariog to force you, he then .. his next 
| beſt Suit, by which Alteration of Play it is next 


- to have the long Trump. 


to a Demonſtration that he is weak in Trumps; 
but ſhould he perſevere, by playing his firſt Lead 


il be is a good Player, you are to judge him ſtrong 
in Trumps, and it is a Direction for ou to play 


your Game * 
IV. 


T) here is nothing more pernicious at the Game 
of Whiſt, than to change Suits often, becauſe in 
cvery new Suit you run the Riſk of giving your 
Ad verſary the Tenace; and therefore, though you 
lead from a Suit of which you have the Queen, 
Ten, and three ſmall ones, and your Partner puts 
up the Nine only, in that Caſe, if you ſhould hap- 
pen to be weak in Trumps, and that you have no 
tolerable Suit to lead from, it is your beſt Play 


to purſue the Lead of that Suit, by playing your 
Queen, which leaves it in your Partner's Option 


whether he will trump it or not, in caſe he has no 
more of that Suit, but in your ſecond Lead, in caſe 
you ſhould happen to have the Queen or Knave of 
any other Suit, with one Card only of the ſame 
Suit, it would be better Play to lead from your 


Queen or Knave of either of theſe Suits, it being 


5 to 2 that your Partner has one Honour at leaſt 
in either of thoſe Suits. 


1 you Ee Ace, King: inks one ſmall Card of 
any Suit, with four Trumps ; if your right-hand. 


Adverſary leads that Suit, paſs it, becauſe it is an 


equal Wager that your Partner has a better Card 
in that Suit than the third Hand; if ſo, you gain 

a Trick by it; if otherwiſe, as you have four 
Trumps, you need not fear to loſe by it, becauſe 


when Trumps are played, you may be ſuppoſed 


CHAP. 
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A CAUTION not to part with the Command of your 

i mie great Suit, —B he 


does not appear that your Partner is very ſtrong 


in them, be very cautious how you part with the _ 
Command of your Adverſary's great Suit: For ſup- 
poſe your Adverſary plays a Suit of which you have 


King, Queen, and one ſmall Card only, the Ad- 
Ace, and, upon playing the ſame 
dur Queen, which makes it almoſt 

Partner that you have the King; 


4 |} Certain to you 


'* Suit, or his Partner have the long Trump, you 


* Suppoſe your Partner has ten Cards remaining 
in his Hand, and that it appears to you, that they 
cConſiſt of Trumps and one Suit only; and ſuppoſe 
| you ſhould have King, Ten, and one ſmall Card 
of his ſtrong Suit, with Queen and two ſmall 
Trumps; in this Caſe, you are to judge he has 
hve Cards of each Suit, and therefore you ought to 
play out the King of his ſtrong Suit; and if you 
win that Trick, your next beſt Play is, to throw 
out the Queen of Trumps ; if that likewiſe comes 
home, proceed to play Trumps : This Method 
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of Play may be made uſe of at any Score of the 


Game, except at 4 and 9. 
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The TRUMP turned up to be remembered. 


It is ſo neceſſary that the Trump turned up 

mould be known and remembered, both by the 
Dealer and his Partner, that we think it proper to 
obſerve, That the Dealer ſhould always ſo place 
that Card, as to be certain of having recourſe to it: 


For ſuppoſe it to be only a 5, and that the Dealer 


has two more, viz. the 6 and Nine, if his Part- 
_ ner. trumps out with the Ace and King, he ought 
to play his 6 and g; becauſe, let us ſuppoſe your 
Partner to have Ace, King, and four ſmall 
_ Trumps, in this Caſe, your Partner's knowing 


you have the 5 remaining, you may win many 


Tricks. HE, 
1 IV. 


VFPoour right-hand Adverſary leads a Suit of wh ich 
pou have the Ten and two ſmall ones; the third 

þ Hand puts up the Knave, your Partner wins it 
with the King, when your right-hand leads that 
Suit again, and plays a ſmall one, do you put on 
your Ten, becauſe it may ſave your Partner's 
Ace, upon ſuppoſition that your right-hand Ad- 
verſary led from the Queen; you will ſeldom fail 
of Succeſs by this Manes —— 


Suppoſe you have the beſt Trump, and that the 
Adverſary 4 has one Trump only remaining, and 


that it appears to you that your Adverſary B has a 


great Suit; in this Caſe, though you permit 4 to 
make his Trump, yet by keeping the Trump in 
your Hand, you prevent the Adverſary B from 
making his great Suit; whereas, if you had taken 
out 4's Trump, it had made only one Trick dif- 


ference, but by this Method you probably ſave 
VI. i 


three or four Tricks, 


7 ner that you have all the Trumps, and alſo gives 
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3 The following Cast bappens frequently. 


That you have two Trumps remaining when 
your Ad verſaries have only one, and it appears to 
Fou that your Partner has one great Suit, in this 
Caſe always play a Trump, tho' you have the 
worſt, becauſe by removing the Trump out of 
your Adverſary's Hands, there can be no Obſtruc- 
1 tion to your Partner's great — e 

% Suppoſe you ſhould have three Trumps when 
no body elſe have any, and that you ſhould have 
only four Cards of any certain Suit remaining; in 
this Caſe play a Trump, which ſhews your Part- 


you a fair Chance for one of your Adverſaries to 
throw away one Card of the aforeſaid Suit; by 
which means, ſuppoſing that Suit to have been once 


remaining in your Hand makes Nine, there being 

only four remaining between three Hands, and 
your Partner having an equal Wager to hold a bet- 
ter Card in that Suit than the laſt Player, it there- 
fore follows that you have an equal Chance to make 


r S 8 en” r r % © Hem * 8 r = 2 ” I , * * 4 
8 Pry 1 £ : 2 8 7 NL v $5 q 8 7 ' = 
n PP 8 3 A AAA 
a < 1 e 1 8 8 x >; 2 EE oh * Rh 2 8 
5 EY I CAR n | a 1 * 2 * 3 3 8 2 2 . N 2 
8 "te, on £ N n * 4 * * 7 
h 3 0 7 ' 3.” 5 
r o ER EOS os ed nf IO — n 


a> 


POD bes bane SR A Kr» EAN” ate 
8 1 
£ et OE I 
ES Ss 3 


eee 
3 
E — 
INE 


have been done but by this Method of Play. 
* Suppoſe you have five Trumps, and fix ſmall 
Cards of any Suit, and you are to lead; the beſt 
Play is to lead from the Suit of which you have 
ſix, becauſe, as you are deficient in two Suits, your 
X Adverſaries will probably trump out, which is play- 
ing your own Game for you; whereas, had you 
begun with playing Trumps, they would force 
vou, and conſequently deſtroy your Game. 5 


CHAP. 


ted, and one thrown away, makes Five, and four 


three Tricks in that Suit, which probably could not 


. 36 ; A ſbort Tatartist on 
rr 
CHAP. XIV. 


Some Purchaſcrs of the TREATISE in Manuſcript, 


diſpeſed of the laſt Winter, having deſired a fur- © 


Ther Explanation concerning the playing of Sequen- 
ces, they are explained in the following Manner. 
1 Sequences, unleſs you ſhould have Ace, King, 
and Queen; in that Caſe play the loweſt, in or- 
der to let your Partner into the State of your 
Game. | : 5 OT 


In Suits which are not Trumps, if you have a 


Sequence of King, Queen, and Knave, and two 


| ſmall ones; whether you are ſtrong in Trumps or 


Not, it is the beſt Play to begin with the Knave, 


becauſe, by getting the Ace out of any Hand, 


you make room for the whole Suit. 
— 5 N | 


And in caſe you are ſtrong in Trumps, ſuppo- 


ſing you ſhould nave a Sequence of Queen, Knave, 
Ten, and two ſmall Cards of any Suit; in that 
Caſe, you ought to play the higheſt of your Se- 


quence, becaule, if either of the Adverſaries ſhould 
trump that Suit in the ſecond Round, by being 


ſtrong in Trumps, you fetch out their Trumps, 
and conſequently make the Remainder of that Suit. 
he like Method may be taken, if you ſhould 
happen to have a Sequence by Knave, Ten, Nine, 
and two ſmall Cards of wy Suit. _— 

If you have a Sequence of a King, Queen, 


| Knave, and one ſmall Card of any Suit, whether 


you 


5 1 Trumps you are to play the higheſt of your 
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you are ſtrong in Trumps, or otherwiſe, play 
your King ; and do the like by any inferiour Se- 
quences, if you have = four i in Number, 
Baut if you ſhould happen to be weak in EEE - 
„ © you muſt always begin with the loweſt of the Se- 
- quence, in caſe you ſhould have five in Number; 
1 for ſuppoſe your Partner to have the Ace of that 
Suit, he then makes it; and where lies the Diffe- b 
4 rence whether you or your Partner win a Trick? 
7 Por if you had the Ace and four ſmall Cards of any 


ur Suit, and are weak in Trumps, and led from that 
'S» uit, if you play well you ought to play the Ace; 
r- 


. if you are very ſtrong in Trumps, you may play 


vvpyour Game as backward as you pleaſe ; but if you 
are weak i in Ae, you muſt play the reverſe. | 
ea = Leit us 8 what is meant by being Qirong 8 85 
wo or weak in Trumps. = 
or If you have Ace, King, and hee ſmall Trumps. | 
"Cc, King, Queen, and three ſmall Trumpßs. 
d, Queen, Knave, and three ſmall Trumps. | 
Queen, Ten, and three ſmall Trumps. 
1% KEnave, Ten, and three ſmall Trumps, 
o- 3 Queen, and four ſmall Trumps, 
ez 7 Knave, and four ſmall Trumps. 
at In any of the aforeſaid Caſes, you may be under- 
5e "38 flood to be very ſtrong in Trumps, and therefore 
d "8 you may play by the foregoing Rules, being mo- 
ng rally aſſured of having the Ccmmand in Trumps. 
5 If you have two or three ſmall Trumps ny, 3 
it. 


1 we underſtand you to be weak in them. 
et „ i 
Wed What Strength in Trumps intitles you to force 
your Partner at any point of the Game. 
Ace, and three ſmall 'Trumps. 
Hr and three mall Trumps. 


Queen, 


1 A ſhort TRERATISE on _ 
Queen, and three ſmall Trumps. | 3 
 Knave, and three ſmall Trumps. 5M 

3 B FO Moe A 
If, by Accident, either you or the Adverſaries 
have forced your Partner, (tho? you are weak in 

Trumps) if he has had the Lead, and does not "I 

chuſe to trump ont, force him on as often as the 

lead comes into your Hand, unleſs you have good 

- Suits of your own to play, g. l 

If you ſhould happen to have only two or three 7 

ſmall Trumps, and that your right-hand Adverſary 7 

leads a Suit of which you have none, trump it, 

which is an information to your Partner that you 

WB Wy, | = 

N „„ -- 

BY 


 _ Suppoſe you have Ace, Knave, and one ſmall 7 
Trump, and that your Partner trumps to you, ſup- '* 
poſe from the King and three ſmall Trumps, Query, 40 

Whether it is the beſt Play to put on the Ace or 

| Knave? And ſuppoſe your right-hand Adverſary has 7 

three Trumps, and that your left-hand Adverſary 7 
has the like Number; in this Caſe, by fineſſing 
our Knave, and playing your Ace, if the Queen 
is on your right-hand, you win a Trick by it; but 
if the Queen is on your left-hand, and you ſhould 
play the Ace, and then return the Knave, admit- 
ting your left-hand Adverſary put on the Queen, 
which he ought to do, it is above 2 to 1 that one of 
the Adverſaries have the Ten, and conſequently 
you gain no Trick by playing thus. . 
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If your Partner has led from the Ace of 'Trumps, 
and ſuppoſe you ſhould have King, Knave, and one 
ſmall Trump, by putting on your Knave, and re- 

turning the King, it anſwers exactly the like pur- 
poſe of the former Rule. 1 
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In other Suits you may practiſe the like Me- 

tchod. J 8 
# XII. ö 


lf you are ſtrong in Trumps, and that you have 
2 King, Queen, and two or three ſmall Cards in any 
bother Suit, you may lead a ſmall one, it being 5 to 
4 that your Partner has an Honour in that Suit; 
but, if you are weak in Trumps, you ought to be- 
gin with the King Ee 
If your right-hand Adverſary leads a Suit of 
which you have King, Queen, and two or three 
ſmall Cards of the ſame Suit, you being ſtrong in 
Trumps, may paſs it, becauſe it is an equal Wa- 
ger that your Partner has a better Card in that Suit 
than the third Hand; if not, by your Strength of 
Trumps, you need not fear making that Suit, 

If your right-hand Adverſary leads a Suit, of 
which you have King, Queen, and one ſmall Card, 
whether in Trumps or not, put on the Queen: 
Alſo, if you have Queen, Knave, and one ſmall 
Card, put on the Knave; and if you have Knave, 
Ten, and one ſmall Card, put on the Ten; by 
putting up the ſecond. beſt, as aforeſaid, your Part- 
ner has an ExpeQtation of your having a better 
Card or Cards, in the fame Suit; and, by re- 
courſe to the Calculations annexed to this Trea- 
tiſe, he may be able to judge what are the odds 
nn,, nent: 

„ NN. 


If you ſhou'd have Ace, King, and two ſmall 
Cards in any Suit, being ſtrong in Trumps; if your 
right-hand Adverſary leads that Suit, you may paſs 
it, becauſe it is an equal Wager that your Partner 
has a better Card in that Suit than the third 
Hand; if fo, you gain a Trick by it; if otherwiſe, 
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you need not fear to make your Ace and King, by 
your Strength | in "Trumps. 
8 | 
If you ſhould have the Ace, Nine, Eight, and 
one ſmall Trump, and that your Partner leads the 
Ten; in that Caſe paſs it, becauſe unleſs the three 
Honours lie behind you, you are ſure of making 


two Tricks; do the like, if you ſhould have the 


King, Nine, Eight, and one ſmall Trump; or the 
| "ns Nine, Eight, and one ſmall Trap. 
XVII. 


In order to deceive your Adverſaries, if your 


5 right- -hand Adverſary leads from a Suit, of which 


you have Ace, King, and Queen, or Ace, King, 
and Knave, put on the Ace; becauſe that encou- 
rages the Adverſaries to play that Suit again: And 
tho” you deceive your Partner by this Method of 


Play, you alſo deceive your Adverſaries, which is 


of greater Conſequence in this Caſe; becauſe if 
you had put on the loweſt of the Tierce-major, 
or the Knave in the other Suit, your right-hand. 
 Adverſary had made a Diſcovery that the Strength 
of that Suit was againſt him, and conſequently 
would have changed Suits. 
ach XVIII. 

Suppoſe you have Ace, Ten, and one | ſmall 
: Card, in any Suit; alſo the Ace, Nine, and one 
ſmall Card of any Suit, Query, which of theſe Suits 
ought you to lead from? Anſwer, from the Suit 


of which you have the Ace, Nine, and one ſmall 


Card: for this Reaſon, it being an equal Wager 
that your Partner has a better Card in that Suit, 
than the laſt Player; if not, let us then ſuppoſe that 
ur right-hand Adverſary leads from the King, or 
Tween of the Suit, of which you have the Ace, 
Ten, and one ſmall Card; in that Caſe, it is an 
equal Wager that your Partner has a better Card in 
that Suit, than the third Hand ; if that happens to 
= be 
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be the Cube; upon the Return of the Suit, you lie 
Tenace, and conſequent] y ſtand a fair Chance for 


8 three Tricks in that Suit. 


XIX. 
"I Mato ada: Tenace: | 


Lt us 0 A and B to play at Two-handed! 
V hiſt, and let us ſuppoſe A to have the Ace, Queen, 
Ten, Eight, Six, and Four of Clubs, which in caſe 
B always leads, are fix ſure Tricks, Let us ſup- 
| poſe he has the ſame Hand in Spades, which, in 
caſe B always leads, are ſix more ſure Tricks. We. 
ſuppoſe B has the Remainder of theſe two Suits, _ 
Let us ſuppoſe B to have the ſame Hand in 


7 . Henrts: and Diamonds, as A has in Spades and 
Clubs, and that 4 has the Remainder of the Hearts 


and Diamonds, which, in caſe A always leads; 
are twelve ſure Tricks alſo to B. 
Ihe foregoing Caſe ſhews that both Hands are 
exactly equal; and therefore let one of them name. 
his TromPs,: and lead, he wins thirfeen Tricks 
_ on] 
| But if one names the Tr rumps, and the iner | 
leads, he that names the Trumps: ought to win” 
fourteen Tricks. 

"Thoſe who would attain to the playing of Whiſk 
to perfection, muſt not be content only with being 
a Maſter of the Calculations contained in this Trea- 
tiſe, and alfo an exact judge of all the General and. 
Particular Caſes in the ſame; but be a very punc- 
tual Obſerver of ſuch Cards as are thrown away, 
both by his Partner and Adverſaries, and at what 

time : Whoever attends cloſely to theſe Particu-- 
Jars, is the moſt TRY to attain his End. 


E. CHAP: 
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F your. Partner Nad the King of a Suit, and 
that you have none of that Suit, paſs it, by 
Fang away a loſing Card, (unleſs your right- 
hand Adverſary has put on the Ace, becauſe, by 
to doing Jon. make 8 for his Suit. | 
Suppoſe your Partner leads. thi Queen of a Soit, 
and your right-hand Adverſary wins it with the 
Ace, and returns that Suit, in caſe you have none 
of it, do not. trump. it, but throw away a. loſing 
Card, which makes room for your Partner's Suit. 
An Exception to this. Manner of Play is, if you. 
play for an odd Trick, and that you are very ven. 
in Trumps, you may romp it. 


Suppoſe you have the Ace, King, and 1 ſmall” 


Card of a Suit, and that your left-hand Adverſary 
leads that Suit: and ſuppoſe you ſhould have 4 ſmall 
Trumps, and no Suit of conſequence to lead from; 
and ſuppoſe your right-hand. Adverſary ſhould put 
up the Nine, or any lower Card; in this Caſe, win 


it with the Ace, and return the had: upon the Ad- | 


verſary, by playing the ſmall Card of that Suit; 
who will have reaſon to o Judge that the t 
| ng. 


the: Game of Wii 43 


behind him, and conſequently will not put up his 
Queen if he has it, and therefore you have a fair 
Probability of winning a Trick by this Method of 
Play, and at the ſame time letting your Partner 
into the State of your 8 
1 | 

If your Partner forces you to trump a Card early 
in the Deal, you are to ſuppoſe him ſtrong in 
Trumps ; except at the points of 4 or 9, and 
therefore if you. are ſtrong in Trump you may 
5 play them.. | 


_ Suppoſe. you call at the Point of 8, and your 
Partner has no Honour, and ſuppoſe you ſhould 
have the King, Queen, and Ten; the King, 


Knave, and Ten; or the Queen, Knave, and 


Ten of Trumps; when Trumps are played . 


ways put on the Ten, which demonſtrates to your: 

Partner that you have 2 Honours remaining, and 
ſo plays his Game accordingly. 

VI. 


Suppoſe your right-hand Adverſary calls 1 the: | 


Point of 8, and his Partner has no Honour, and: 


ſuppoſe you ſhould have the King, Nine, and 1 
ſmall Trump, or the Queen, Nine, and 2 ſmall! 
Trumps, when Trumps. are played by your Part- 


ner put on the Nine, becauſe it is about 2 to 1 


that the Ten is not behind you, and ſo you play 


your Nine to an Advantage.. 
RD 


If you ſhould happen to lead a Suit of which you 

have the Ace, King, and 2, or 3 more, when you 
play the Ace, if your Partner plays the Ten, or 

Knave, and ſuppoſe you ſhould have one ſingle 
Card in your Hand in any other Suit, and two or 
three ſmall 'Trumps only, in this Caſe lead the ſin- 
gle Card in order to eſtabliſh a Saw, and this Con- 
| Tequence attends ſuch Play, viz. upon leading that: 


nn it gives Jour Partner an equal Change of having 


Ss 2. beiter 
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a better Card in it than the laſt Player, whereas had 
he led that Suit to you, which is probable had been 
his ſtrong Suit, the Adverſary would have made the 
Diſcovery of your attempting to eſtabliſh a Saw, 
they would trump out, and ſo prevent your making 
your ſmall Trumps : By this Method of Play your 
Partner will eaſily judge the Reaſon for your chang- 
ing of Suits; and gf 6 his Game accordingly. 
Suppoſe you have the Ace and Deuce of 'Trumps, | 
and ſtrong in the three other Suits, if you are to 
lead, play your Ace, and next your Deuce of 
Trumps, in order to put the Lead into your Part- 
ner's Hands to take out 2 Trumps for 1; and 
_ ſuppoſe the laſt Player wins that Trick, and that he 
leads a Suit of which you have the Ace, King, and 2 
or 3 more, pals it, becauſe it is an equal Wager 
that your Partner has a better Card in that Suit than 
the third Hand; if fo, he will then have an Op- 
portunity of taking out two Trumps to one; when 
the Lead comes into your Hand you are to en- 
deavour to force out 1 of the 2 Trumps remain- 
ing, upon Suppoſition 11 Trumps are played out, 
and the Odds is ſtill in your Favour that your 
Partner has 1 of the 2 Trumps remaining, 
| Suppoſe 10 Cards are played out, and that you 
have the King, Ten, and 1 ſmall Card of any Suit, 
Which has never been led, and ſuppoſe you have 
won ſix Tricks, and ſuppoſe your Partner leads 
from that Suit, and that there is neither a Trump 
or thirteenth Card in any Hand, in this Caſe, 
unleſs your right-hand Adverſary puts.on fo high 
a Card as obliges you to play your King, do not 
put it on, becauſe upon the Return of that Suit 
you make your King, and conſequently the odd 
| Trick, which makes 2 difference; if there happens 
to be only 9 Cards played out in the like Circum- 
5 . ſtance, 
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ſtance, you are to play by the like Rule. "This "© 
Method is always to be taken unleſs the gaining of 
2 Tricks gives you a Chance either to ſave your | 
Lurch or to win or ſave the Game. 8 
X. 
TD Suppoſe Hand B Partners cond C and D, and 
let us ſuppoſe B has the two laſt Trumps, alſo the 
Queen, Knave, and Nine, of another Suit, and 
let us ſuppoſe A has neither the Ace, King or Ten, 
ofs that Suit, and A is to lead that Suit; Query, 
What Card is B to play to give him the faireſt Pro- 
bability of winning a Trick in that Suit? Anſwer, 
Bis to play the Nine of that Suit; becauſe it is on- 
ly five to four againſt him that his left-hand Ad- 
verſary holds the Ten, and if he plays either the 
Queen, or Knave, it is about three to one that the 
Ace, or King, is in his left-hand Adverſary's Hands, 
and conſequently he reduces the Odds of three to 
one againſt him, to * four — 

Let us vary the forevaing Caſe, and put the King, 
Knave, and Nine of a Suit into B's Hand, upon 
Suppoſition that 4 has neither Ace, Queen, * 
Ten, when 4 leads that Suit, it is exactly equal 

whether B plays: his ws" een, or Ten. 
[ 


Suppoſe you have Ace, King, and three or four 
| ſmall Cards of a Suit not played, and that it ap- 
pears to you that your Partner has the laſt Trump; 
in this Caſe, if you are to lead, play a ſmall Card 
in that Suit, it being an equa] Wager that your Part- 
ner has a better Card in that Suit than the laſt 
Player; if fo, the Probability is in your Favour 
that you make 5 or 6 Tricks in that Suit, but if 
you ſhould play out the Ace and King, of that 
Suit, it is 2 to 1 that your Partner has not the 
Queen, and conſequently it is 2 to 1 that you | 
* make poly two Ter in 08 Seit, 5 which 3 +: 
_ thod 
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thod of play you riſk the loſing of 3 or 4 Tricks 
in that Deal to o gain one only. 
III. 3 D 
Suppoſe your Partner leads a Suit of which he 
has the Ace, Queen, Knave, and many more, 
and leads his Ace, and then plays his Queen, in 
caſe you have the King and two ſmall Cards in 
that Suit, win his Queen, with the King, and ſup- 
poſe you are ſtrong in Trumps, by clearing the 
Board of Trumps, and having a ſmall Card of 
your Partner's great Suit, you do not obſtruct his 


Suit, and ä win 8 Tricks by this 
Method of Play. 


EILLIIIIICLL +; %% 
CHA P. XVI. - 


4 DICTIONARY for Water: which reſelves- 
almoſt all the Critical Caſes that may happen at 
that GAME, by way of Queſiion and Anſwer. 


»H o to play Trumps to the greateſt Ad- 
5 1 vantage, peruſe the Treatiſe of Whiſt, 
Chap. I. Caſe 11. and all the remaining Caſes 1 in 
that er, alſo Chap. II. 
2. How to play Sequences when Trumps T9. 
Anſwer, you-are to. begin with. the — of 
them. 
3. How to play e when —.— are not 
Trumps? f 
Anſ. If you have 5 in Number, you are to "EY | 


gin with the loweſt, if 3 or 4 in Number always 7 


play the higheſt. 
4. Why do you- prefer playing of Sequences ; 
rather than oilfer Suits? 
Anſ. Becauſe they are the ſafeſt Lead, and gain. 
the Tenace in other Suits. | 


5 When ought you to make Tricks early. 


_Anſw. When you are Leck in Cs 3 
6. When ought you not to make Tricks early? 
Anſ. When you are ſtrong in Trumps. 
7. When do you play from an Ace-ſuit ? 


1 in any Suit (Trumps excepted.) 
8. When don't you play from an Ace- ſuit? 


Anſ. Vou ought not to lead from an Ace- ſuit, a 


having 4 or more in Number in any other Suit; 


Z becauſe the Ace is an Aſſiſtant to your great Suit, 
and when Trumps are played out, enables you to 


make that Suit. 


9. When any Card of Confequence is e up. 
on your right or left-hand, How are you to play 
in that Caſe? See Chap. X. Caſe I. wap. XII. 


Caſe 1. 


your own and Adverſaries Scores? 8 


_ Caſe. 
11. How to know ha your Partner has no 


more of the Suit payed? See Cop. IV. Caſe 15 


2, 3. 


3 Reaſons for putting « on at Seebad hand the 


| King, Queen, Knave, T ns. and when not? Chap. 
RR. Cant, 2, 

13. Why are you to play. the Queen, Knave, 
Ten, of any Suit, when that Suit is played a ſe- 


_ cond time, having 3 in Number * Chap. 
5 XIII. Caſe 4. 


14. When ought you to over-trump, your Ad- 


verſary, and when not? 


Anſ. When you are weak in Trumps, you. 


- ought to over-trump him; but if ſtrong in Trumps,, 
you ought to throw away a loſing Card; 


195. Reaſons for not parting with the 6 
of your Adyerſary's Birong Se Chap, XIII. 


Caſe 1, 


16. If. 


Anſ. You do ſo when you have 3 in Namber 


IO. Why are you always to play your Hand by . 
Anſ. Chap. I. Caſe 6. See References in this . 
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16. If your Adverſary on your right hand toads. 
a Suit of which you have the Ace, King, and 
Queen, Why are you to put on the Ace preferable 
to the Queen? 

Anſ. Becauſe it deceives the Adverſary which, 
in this Caſe, 1s of more N to you than 
to deceive your Partner. 


17. To declare your ſtrong Suit, when proper 5 | 


to be done, and when not ? 


Anſ. When you have only one ſtrong Suit, and © | 
you Trump out to make that Suit, in this Cafe 


you ought to declare it; but if you are ſtrong in 
all Suits, there is no Neceſſity of Geclaring your 
ſtrongeſt Suit. 
18. The Ace turned up on your right- hand, and 
khat you have the Ten and Nine only of Trumps, 


: 1 do * play the Ten? Chap. XI. Caſe 1. 


Why do you play from a King-Suit prefer- 
his to a ; Qlicen- Suit, e che like Number of 


* each; 


Anſ. Becauſe it is 2 to 1 that the Ace does not lye 
in your left-hand Adverſary's Hands, and it is 5 to 
4 if you lead from a Queen-ſuit, that the Ace or 
King lyes in his Hands, and that you loſe your 
Queen, and ſo play to a D.ſadvantage. 
20. Why do you play from a Queen-ſuit pre- 
ferable to a Knave-ſuit ? Anſwer'd Caſe 19. 
21. When you have the 4 beſt Cards of any 

Suit, Why do you throw away the beſt? 
Anſ. To let your Partner into the State of your 
Same. 
22. Your Partner's rong Sait, How are you | 


| to make the moſt of it ? 


Chap. VI. has ſix Examples to demonſtrate 

1 
23. The Queen turn'd up on your right Hand, 

you have the Ace, Ten, and one Trump, or the 


King, Ten, and one Trump, if the right- hand 
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0 ECAUS E a Leer may be i 
loſs to know the Rank and Order of 


the Cards, when Trumps or not, 
| the two following Tables ſhew them, 


| The Rank. or Order of the Cards when not | 
L T rumps. 


Clubs and Spades. Hearts and Diamonds. 
King, —__— 
—!! x 
%% we, 
Seven, Ne, 
Six, Duce, 
Five, < Three, 
Four, Four, 
Three, Five, 
Duce, Six, 
— Seven, 


In all 10 


3 By 
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The Rank or Grab, of the Cards. when 
9 


Cl labs and Spades. 


Hehe and Diamonds. 


Spadille, the Ace of , Spadille, the Ace of | 


Spades, - 


Spades, 


Manille, the Duce of Manille, the Seven of 


Spades or of Clubs, 
| Baſto, 


Clubs, 


King, 
Queen, 

 Knave, 
Seven, 


Bi. 
Five, 


Four, 
Three, 


In all 11 


the Ace „ 
: Baſto, 


Punto, 


Hearts or f Dia- 
. onds. © : 
the Ale of | 


the Ace of 
| Hearts or of Dia- 


Clubs, 


5 In all 12 


. Vou may e by the 1 Tables, ; 


that Spadille and Baſto are always Trumps, 


therefore the red Suits have one > Trump 2 


more than the Black. 


There are three Matadores, | viz. Spa. 
dille, n. and Baſto. 


"Pigs: 


Game of Qu ADARILLS-: 5 


Therefore, if an ordinary Trump 1s led, 


you are not obliged to play a Matadore up- 
on it; but if Spadille is led, and you ſhould 
have Manille or Baſto unguarded, you muſt 
play it; alſo if Manille is led, and you ſhou'd 
have Baſto ng it rouſt be played. 


0 be Order f the Fa) ſe Mutadares. 


Clubs oh 8 1 Hearts and Diamonds. 


Male, the Duce Manille, the Seven 


"of Clubs or of of Hearts or of 
Spades, Diamonds, 


Baſto, the Are of Baſto, tbe Ace of 


dal, Zo GAL 


Punto, the Ace o, 
Hearts or Dia- 


35 ey 
5 King, 5 8 King, 
CRIeen, Queen, 
| © \ | ER _ EKnave, 
VVV 
3 „ 
1 Four, 
VV 
5 A R Six, 4 805 
- In all 10 1 In al 11 


1 ſee by the 88 Table the Or. 


der or (Rank of the Falſe Matadores. 
. 


3 7 
. 
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5 A hurt. Treatiſe on the. 


We ene call them falſe Matadores, 


if we begin at Baſto and ſo proceed by Se⸗ 
quences to any Number. 8 


— 


CHAP. . 


IAHE firſt thing to be done after you 


have ſeen your Cards, is, to aſk 


1 to paſs, or play ſans prendre; and 


ik you name a 3 N you muſt a- 
bide by t. 


II. If ail the Play ers paſs, he who. has 


Spadille is obliged to ola but if he does | 
not make three Tricks, he is not beaſted. 


III. The Player ought to have a fair Pro- 


bability of winning three Tricks when he 
calls a King, to prevent his being beaſted.. 


IV. Therefore we will ſet down ſuch 


Games only, as give a fair Chance to win 
the Game by calling a King, with Directi- 
ons at the End of each Caſe what Trump = 


you are to lead. 


Calculations 1 to te underſtood by theſe * 
* bave made ſome Tre in the Game, © | 


1. I would know what is the Odi tilt 


= my Partner holds one Card out 95 any two 


certain Cards. 


1 15 


. 


n 


that my Partner holds one Card out of any 


three certain Cards. 


Anſwer, That he holds one Card out of 
any three certain Cords 1 18 about I: to 2 in 
his favour.” | 


4. Explanation and Application of the ft fore- 


going Calculations. 


I That your Partner hott one Card out 
of any two certain Cards. : 
Suppoſe you ſhould hold one Matadore, 15 
it is by this Calculation evident, that it is 
to 4 in your favour that your Partner holds 
one of the other two, and conſequently you 
may play your Game accordingly, © 
Again, Suppoſe you call a King, and hav- 
ing a Knave and one ſmall Card of a Suit in 


your Hand, by the aforegoing Calculation, 


it is plain that you have 5 to 4 in your fa- 
vour that your Partner holds either the King 
or Queen of that Suit, and conſequently you 
have the Odds in your favour to win a Trick 


in that Suit. 


II. That your N holds one .Cardo out \ 


of any three certain Cards. 


Suppole you have no Matadore, but with 
the Aſſiſtance of one of them you have great 
N 4 Odds 


Game „ Quays i.. 
Anſwer, That he holds one Card out of 
any two certain Cards | is about 5 to 4 in his 
favour. 
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8 w | ſort Treat ile on ur. 


Odds f winning the Game; you may ob- 
ſerve, by the foregoing Calculation, that it 
is about 5 to 2 that your Partner holds one 


of them, you having none. 
other Caſes, very uſeful to the Player, | 


"Games i in Red which: may be played, 
8 calling a King. 5 


Suits. Lead a ſmall Trump. 
Suits. Lead a ſmall Trump. 
1 ſſmall Trump. 

E Punto. 


| Lead Punto. 


This Calculation may be applied = HOY 20 


x1: I; Spoil de e ee e Shourts-he- 
Diamonds, the Queen of Clubs and one 
' ſmall one, and four (mall Cards of the other 


II. Spadille, Manille, two ſmall Hearts 
or Diamonds, with the Knave and two ſmall _ 
Clubs, and three ſmall Cards of the other 


Ut Sadie, "Manille, to ſmall: Hearts 
or r Diamonds, three ſmall Clubs, and three 
ſmall Cards of the other Suits. Lead a 


IV. Spadille, Punto, king, Queen, i 
one ſmall Heart or Diamond, three ſmall 
Clubs, the Queen, and one Spade. Lead 


V. Spad Ve, Sree, King, Knave! a ” 
one ſmall Heart or Diamond, the Knave 
and two ſmall Clubs, and two ſmall Spades. : 


VI. Spadille, Kine, Queen, Knave, and 
one ſmall Heart or dend, with the Queen | 
e Knave, 


tn 


Same of Q ADI "= 2 
Knave, and one ſmall Club, and two ſmall 
Spades. Lead the King of Trumps. _ 
VIE. Spadille, Three, Four, Five, and 
Six of Hearts or Diamonds, King of Clubs 


and one more, Queen ard two ſmall Spades 


whether. elder, or any other Hand, when 
you have the Lead play a ſmall Trump, in 
the ſecond play Spadille. : 
VIII. Manille, Baſto, Punto, and” * 
ſmall Hearts or Diamonds, three ſmall Clubs, 
and the Knave and one Spade. Lead Ma- 
ä 
IK. NV. B. Marille, Baſto, King, and 
two ſmall Hearts or Diamonds, Queen and 
one ſmall Club, and three ſmall Spades. . 


1 Lead Manille. 


e . . Manille, Baſto, 88 and. 

two ſmall Hearts or Diamonds, Queen and 
two ſmall Clubs, Knave and one Spade. 

Lead Manille . 
XI. Manille, Baſto, with the 1 15 ſmalleſt 
Hearts or Diamonds, Queen and one ſmall 
Club, Knave and two ſmall Spades. Play a 

55 ſmall Trump. ” 
XII. V. B. Manille, Punto, King, * 
two ſmall Hearts or Diamonds, Queen, 


Knave, and one ſmall Club, King and one . 


ſmall Spade. Lead Manille. 3 75 
XIII. Manille, Punto, Queen a two 
| ſmall Hearts or Diamonds, Queen and one 


ſmall Club, King and two {mall * 
12 a ſmall Lui: 
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— 
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10 4 2 7. W on the 
. "Maville, : Punto, and three ſmall 
Hearts or Diamonds, Knave and one ſmall 
Club, King, Queen, and one ſmall Spade, 
Play a ſmall Trump. 
XV. Manille, and the four ſmalleſt 
Hearts or Diamonds, Queen, and one {inall 
Club, King, Queen, and one {mail Spade. 
Play a ſmall Trump. 8 ns 
I. N. . Baſto, 8 King; and 
two ſmall Hearts or Diamonds; King, and 
Queen of Clubs, Queen, and two. mall 
Spades. Lead Baſto; 3 

XVII. N. B. Baſto, punto, Queen, 


and two ſmall Hearts or Diamonds, Quizen, 


Knave, and one ſmall Club, King and Queen - 
of Spades, Lead —_— | 
XVIII. N. B. Baſto, 8 Fre * 
of the ſmalleſt Hearts or Diamonds, King 
and Queen of Clubs, Queen, Knave, and , 
one ſmall Spade. Play a (mall Trump. 

XIX. Baſto, and the four ſmalleſt Hearts | 
or Diamonds, King and Queen of Clubs, 


Queen, Knave, and one ſmall Spade. Play 3 


a ſmall Trump. _ 
. Pune 1 Queen, and 
"wo ſmall Hearts or Diamonds, King, and 
Queen of Clubs, Queen, Knave, and one . 

ſmall Spade. Lead Punto. - 


XXI. Punto, King, and three ball E 


; Hearts or Diamonds; King, and Queen of 


Clubs, Queen, Knave, and one ſmall Spade. 


Fla a ſmall Trump. 


 Fow --.- 


1 
[ 


Game of Qua DRILLE. SS. 
: You are to obſerve that thoſe Caſes which 


are mark'd thus, (V. B.) are very good 


Games to play, and that you have the odds 
bol your ſide, to win thole which are not 
| marked. 


CHAP. Wm. 


oF AMES in ; Black, vieh may be Played, call- : 


ing a King. 


15 p ADILLE, Manille, 1 two ſmall 5 
my Clubs or Spades, the Knave, and two 
ſmall Hearts, and three {mall Diamonds. 
Lead a ſmall Trump. _ 
II. N. B. Spadille, Manille, and two Call 
72 Clubs or Spades,Queen, and two ſmall Hearts, 
three ſmall Diamonds, Lead a ſmall Trump. 
HI. Spadille, Manille, and two ſmall 
. Clubs or e three ſmall Hearts, three g 
ſmall Diamonds. Lead a ſmall Trump. 
„ IV. NV. . Spadille, King, Queen, and ; 
two ſmall Clubs or Spades, with the Queen 
and one ſmall Heart, three ſmall Diamonds, 
Lead the King of Trumps. 
V. Spadille, King, Knave, and two ſmal! 
Clubs; Queen and two Diamonds, two ſmall | 
Hearts. Play a ſmall Trump. 
VI. Spadille, Queen, and three {mall 


Clubs or Spades, Queen and twWo l 
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. > 2 Treatiſe on the | 


eas,” two ſmall Diamonds. Play a ſmall 
Trump. = 
Vil. Spadille, Hd the Fas Prieſt Clubs 


or Spades, King and one ſmall Heart, Queen 


and two fmall Diamonds. Play a ſmall 


Trump. 


. Manille, Baſto, King, and two | 
ſmall Clubs or Spades, three {mall Hearts, 


and two ſmall Diamonds. Lead Manille. 


IX. Maville, Baſto, Queen, and two ſmall 
Clubs or Spades, three imall Hearts, Queen, © | 


and one ſmall Diamond. Lead Manille, 


VX. Manille, Baſto, Knave, and two ſmall 
_ Clubs or Spades, Knave, and one Heart, 1 


three ſmall Diamonds. Lead Manille. 


XI. Manille, Baſto, and three ſmall Clubs FF 
or Spades, Queen, and two ſmall oe hey  : 
| Knave, and one ſmall Diamond. Lead 


Manille. 


XII. N. A Manille, King, * and 
two ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, Knave, and one ſmall 


Diamond. Lead Manille. 


XIII. N. B. Manille, King, * * 5 
two ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, and two ſmall Dia- 


monds. Texd Manille. 


XIV. Manille, King, and W mall * 
Clubs or Spades, Queen, and two ſmall 
Hearts, King, and one ſmall Diamond. 


Play a {mall Trump. 1 : 


xv 


122 


Game of Qu ADRILLE, 13 
XV. Manille, and the four ſmalleſt Clubs 


or Spades, King, Queen, and one ſmall 


Heart, two ſmall Diamonds. Play a ſmall 


Trump. 


XVI. M. B. Baſto, King, nn and 5 
two ſmall Clubs or Spades, Queen, and two 
imall Hearts, King and one imall Diamond. 


Lead Baſto. 


XVII. M. B. Baſto, üg Krave: and two 
ſmall Clubs or Spades, Knave and one Heart, 


King, and two ſmall Diamonds. Lead Baſto. 


XVIII. N. B. Baſto, King, and three 


ſmall Clubs or Spades, King and Queen of 
Hearts, Queen, and two ſmall Diamonds. 
1 a ſmall Trump. 


XIX. Baſto, and four PL the ſmalleſt 


” Clubs or Spades, King and Queen of Hearts, 


Queen, Knave, and one ſmall Diamond. 


Play a ſmall Trump. 


XX. N. B. King, Queen, 83 . 


two ſmall Clubs or Spades, King and 


Queen of Hearts, Knave and two ſmall 


Diamonds. Lead the King of Trumps. 


XXI. King, Queen, Seven, Six, and 


| Five of Clubs or Spades, King and Queen 
of Hearts, Queen, Knave, and one ſmall 


Diamond. Lead the King of Trumps. 
You are to obſerve that thoſe Caſes which 


3 are mark'd thus, (V. B.) are very good 
_ Games to play, and you have the Odds of 
your fide, to win thoſe which are not mark- 


ed. 


V. J. vou 


14 4 5591 Treatif on the 


N. B. You are to Call to your ſtrongeſt anc 

© "Se except, you have a Queen guarded, or 
And, if you are elder Hand, you have a 

8 fairer Chance to win the Game than if mid- | Fo 
dle Hand, becauſe you have an Opportuni- me 
ty of leading a Trump, which frequently 10 
makes your Adverſaries play * each 
other. * e 
0 H A P. I. x 

5 Caſes ee PD the * PR | 7 
Odds of winning the Allowing Games at |Þ © 
| Quadrille, fans prendre; and alſo ſuch or 
Games as ought 7 not to. be Pu fans 1 * 
prendre. Bo 7 8 
Ganz xs in Blat, Elder Hand. | : 

I; HREE Mitadores in Clubs, King = 
and Six of Diamonds, King ang 


Six of Hearts, King, Five, and Six of | 
Spades. Play Trumps to all the elder- hand 
Games. The above Game wins 27 to 4. | 
II. Three Matadores and the Three of 5 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, and two ſmall Spades. 
The above Game wins 215 to 162, or a- 
bout 4 to 
III. Thice 1 Three 1 "RIA 
of ak, King and SIX of Diamonds, 


and 


Game of QUADRILLE 15 
and three {mall Hearts, Wins 291 to 86, 
or above 10 to 3. . 

IV. Three Matadores with the Phe, 
Four, and Five of Clubs, two ſmall Dia. 
monds and two {mall Hearts, Wins near 
10-3: 

V. Spadille, Manille, King, Knave, 
Three and Four of Clubs, two ſmall Dia- 

monds, and two ſmall Hearts, Wins 4895 
to 3022, or about 8 to 5. 
Vl. Spadille, Manille, King, Three, 
Four, and Five of Clubs, two ſmall Dia- 
monds, two ſmall Hearts. Wins about 8 
YEE | 
VII. Spadille, Manille, King, Three 
and Four of Clubs, King and Six of Dia- 
monds, and three ſmall Hearts. Loſes 1 514 
to 126, or about 4 to 3. 

VIII. Spadille, Manille, Three, Four, 
hes: and Six of Clubs, two ſmall Dia- 
monds, and two ſmall Hearts. Loſes 1514 

to 1125, or about 4 to 3. I, 

IX. Spadille, Manille, Three, Four, 
and Five of Clubs, King and one ſmall Dia- 


mond, and three ſmall Hearts. Loſes 2234 


to 405 or above 11 to 2. 
X. Three falſe Matadores and Three of 
clubs, King and Six of Diamonds, King 
and Six of Hearts, King and Six of Spades. 
5 Wins 215 to 162, or about 4 to 3. 125 
Xl. Three falſe Matadores, Three and 
| Four of Clubs, King a and Six of Diamonqs, 


King, - 
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King, Six, and Five of Hearts. Wins 291 


to 86, or above 10 to 

XII. Three falſe 3 Three, 
Four and Five of Clubs, King and Six of 
Diamonds, two ſmall Hearts. Wins 1025 
to 106, or near 10 to 1, 

ny XIII. Manille, Baſto, Queen,” Three, 
Four, and Five of Clubs, King and one 
ſmall Diamond, two ſmall Hearts. Wins 
4895 to 3022, or above 8 to 5. 


XIV. Manille, Baſto, Knave, Three, 4 
Four, and Five of Clubs, King and one 
ſmall Diamond, two ſmall Hearts. Loſes 


4162 to 3755, or almolt 10 to g. 


XV, Spadille, Three, Four, Five, and 


Six of Clubs, King and one ſmall Diamond, 
King of Spades, King and one ſmall Heart. 


He muſt lead a ſmall Trump, and his 


Chance then for winning is 1749 to 890, 
or near 2 to 1 for winning. 


XVI. Spadille, Three, Four, Five, Six, f 


and Seven of Clubs, King and one Dia- 


mond, King of Spades and King of Hearts. ü 


a about 27 5 to 2. 


67 FIT] 


c HA p. 8 Ho 
Gan MES m Red, Elder Hand. 


„%% SEES mos: 


I. FFAHREE Matadores in Hearts, King 


and one Diamond, King and one 
Spade, King and two Clubs. Wins 24 to | 
11, or above 2 to 1. II. Three 


f 


ws {FD 


Game bibi, 3 
II. Three Matadores and Three of Hearts, 


King and one ſmal! Diamond, King and 
Queen of Clubs, and two ſmall Spades, 


Wins 7010 to 1661, above 4 to 1; belides 


the Chance that his Kings and Queen pals, 
though he ſhou'd not fetch out all rhe - 
Trumps. 


III. Three Matadores and Thie and 


Four of Hearts, King and one ſmall Club, 
4 and three {mall Diamonds. Wins almoſt 4 


1v. Three Matadores Three, Four 108 | 


Five of Hearts, two ſmall Diamonds, two 
© fmall Clubs. Wins 291 to 86, or above 10 


V. Spadille, Manille, Punto, Queen, 


Three and Four of Hearts, two ſmall Dia- 
monds, and two ſmall Clubs. Loſes 1706 
to 1339, or above 5 to 4. 


VI. Spadille, Manille, Punto, Thiere. 
Four and Five of Hearts, two ſmall Dia- 


monds, two ſmall Clubs. Loſes 1514 to 
1125, or abont 4 to 3. 


VII. Spadille, Manille, King, Three, 


| Four and Five of Hearts, two ſmall Dia- 
monds, two ſmall Clubs. Loſes 27s to 99» > 
_ or about 14 to 


VIII. Spadille, Manille, Three, Four, 


Five, and 'Six of Hearts, two ſmall Dia- 
monds, two ſmall Clubs. Loſs above 3.to 1. 


IX. Spadille, Manille, Three, Four, Five, 


and Six of Hearts, King and one Club, two 


1 fall 


. 1 2 7 % on the 
; ſmall Diamonds, Wins 1845 to 794, or 
above to 4. : 
X. Spadille, Manille, Two, Three, Four, : 
F've, Six of Hearts, two ſmall Diamonds, 
one ſmall Club. Wins above 9 to 1, near- 
er 10 to 1. | 
XI. Four Matadores in Hearts, King 
and two ſmall Clubs, King and two ſmall 
Spades. Wins about 16 to 1. That he fetch- 
es out the Trumps is 7206 to 1465, near 
to 1; beſides the Chance for his King's pal- 
fing, tho' the Trumps ſhou'd not fall. 
NI. Three falſe Matadores and Three of 


Hearts, King and one ſmall Club, King and 


one Diamond, King and one ſmall Spade. 
Loſes 5791 to 2880, or above 2 toz, _ 
XII Three falſe Matadores, Three and 
Feur of Hearts, King and one Club, King 
and wy TR, Wins 215 to 162, or a- 
bout 4 to 3. 
XIV. Three falſe Matadores, Three, 
Foyr and Five of Hearts, King and one 
_ ſmall Club, two ſmall Spades. Wins 291 
to 86, or above 10 to 3. 1 


XV. Three falſe Matadores a the - 
| Knave, the Three, Four, and Five of Hearts, 


one ſmall Diamond, two ſmall Spades. 


Wins 1025 to 106, near 10 to 1; but you 


are to ſuppoſe the Lead i is to come into your 


Hand a ſecond time, without mimaping with 


2 Matadore. Three 
XVI, Te. 


Cow: of Qua DR IL I k. 19 . 


XVI. Three falſe Matadores with the 


| Queen, the Three, Four and Five of 


Hearts, one ſmall Diamond, two {mall Clubs 


(us the former) wins near 10 to 1. 


XVII. Manille, Baſto, King, Three, 
Four, and Five of Hearts, King and one 
Diamond, two ſmall Clubs. Loſes 1514 to 


1123, or about 4 to 3. 
XVIII. Manille, Baſto, Queen, Three, 


Four, and Five of Hearts, King and one 


Club, two ſmall Spades. Loſes 279 to 99, 
_ of near 3 to 1. 

„ N. Manille, Baſto, Three, F our, Five, 
and Six of Hearts, King and one Diamond, 
two ſmall Clubs. Loſes 2639 to 405, or 
: about 6 to 1. 

XX. Spadille, Two, Three, Four, Five, 
and Six of Hearts, King and one Diamond, 
King of Spades, and the King of Clubs. 
That he 8 out three Trumps by play- 
ing Spadille, is above 4 to I, and conſe- 
quently above 4 to 1 for winning. 

| XXI. Spadille, Three, Four, Five, and 
- Six of Hearts, King and one Diamond, King 


* and one Spade, and the King cf Clubs. 


That three ſure Tricks in Trumps lie a- 
N gainſt the Player is 13 84 to 1255, and con- 
ſequently the Odds 1s aganft his winning 
the Game. 

If he plays the Game, he muſt begin with 
leading a ſmall Trump, for if he Pliny * 
- dille, he has no Chance at all, 

| | B - At 


"00. 4 fort Treatiſe on the 


At his ſecond Lead he ought to play Spa- 
dille, having the faireſt Probability of win- 
ning the Game by that Method of Play. 
In all the Games of Falſe Matadores, we 
have ſuppoſed the Player is not over-ruff d 


before it comes again into his Hand. 


N. B. If you ſhou'd have a Sans prendre 
Game, and i ſhou'd be 5 to 4 for winning 
it, you are to conſider that the Calling a 
_ King makes it a ſure Game won, befides the 
Chance of winning a Vole; and therefore, 

upon a ſtrict Calculation, it is found to be 
more adviſeable to call a "ing in ſuch a 


Caſe. 


middle Hand. 


Laws „ QUADRILLE. 5 


I. 7 HOEVER names any Suit for 


Trumps, he muſt abide by it, 


5 tho“ it ſhould happen to be his worſt Suit. 
II. If a Card happens to be faced in Deal- 


ing you muſt deal again, Except it is the laſt 5 
Card. 


III. If you play with eleven Cards you 
ale beaſted. 


N. B. A good Player may play a weaker 
Game, either elder or younger Hand, than 


W. I 
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IV. If you play Sans prendre, or have 
Matadores, you are to demand them before 
the next Dealer has finiſned his Deal, other- 
wiſe you loſe the Benefit of them. 
V. If any Body names his Trump with- 
out aſking leave, he is obliged to play Sans 
prendre, unleſs he 1s the younger Hand, and 
all the reſt have paſs'd. 
VI. If any Body plays out o his: turn, 
that Card played, may be called at any time 
in that Deal, provided he does not revoke; 
or the Adverſaries may demand the Partner 
of him who played out of his turn, or his 
own Partner, to play any Suit he thinks fit. 
VII. After the Game is won, if the Per- 
ſon who won the ſixth Trick plays a ſeventh 
| Card, he is obliged to play for the Vole. 
VIII. If you have four Kings dealt you, 
you are at Liberty, either to call a Queen to 
one of your Kings, or to call one of your 
Kings; but you are not to call the Queen 
of Tromn.: =: 
IX. If any Body ſeparates a Card from 
the reſt, he ought to play it, if the adverſe 
Party has ſeen it, unleſs he plays Sans 
prendre. FP 
X. If the King called, or his Partner 
plays out of his dun, no Hole is to be 5 
play d . 
I. No Perſon i: is to be beaſted for a Re- 
. nounce, unleſs the Trick is turn'd and quit- 
ted; — if any Perſon renounces, and it is 
diſcover'd, 


22 A fort Treat! A on the © - 
diſcover'd, if the Player ſhould happen to 
be beaſted by ſuch Renounce, all the Parties 
are to take up their Cards and play them 
over again. 


XII. If Spadille is forced to play, he is 
not obliged to make his three Tricks. 


XIII. Whoever undertakes playing the | 
Vole, has the Preference of playing, before : 


him who offers to play Sans prendre. 


XIV. If all Parties agree to it, before | 


you begin to play, let the Perſon have the 


Preference of playing who plays for the moſt 


Tricks; which will prevent {mall Games 
from beingplay'd. 


XV. The Player i is entitled t to know who 


is his King called, before he declares for 
th Vole. 


XVI. When ſix Tricks are won, he who 


won the ſixth Trick ought to ſay, I play 


the Yoke; or, I do not play the Vole; or, 1 


aſlk——and nothing elle. 


XVII. He who wins the Vole, is to rake” 


double the Stake play d for, out of the 
Poel. 
VXVIII. He who aſks leave (a elder 


Hand) may play Sans prendre, in Preference 


to any of the other Players. 


XIX. If you have one King only, you 
5 may call yourſelf, but muſt win fix Tricks. 
XX. If you play the King ſurrendred. 

he muſt win ſix Tricks who dernen tlie 


King of ny * 


he plays forced Spadille, 
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XXI He who has paſſed once, (unleſs | 
he has Spadille) has no right to play after- 


wards; alſo, he who has aſked the Queſtion | 


is obliged to play, unleſs ſome Body elſe 


plays Sans prendre. 


XXII. If the Player, or his Friend, ſhew 
their Cards before they have won ſix Tricks, 


the Adverſaries may call their Cards as they 


pleaſe, ſpecifying each Card. 
XXIII. Whoever has aſked leave cannot 


play Sans prendre, unleſs he is forced. 


XX1V. You are at Liberty to look at the 


Tricks when you are to lead, but not other- 


wiſe. 


XXV. Whoever undertakes playing for 


the Pole, and does not ſucceed, has a right 


to the Stakes Sans prendre, and Matadores ; 


if he has them, having won his Game. 


XXVII. Forced Ipad: lle cannot play for 
the Vole. 
XXVII. If any Perſon diſcovers bis Game, 


he is not entitled to play the Vole. 


XXVIII. If there happen to be two _ 


; Cards of the ſame ſort, and found out be- 
fore the Deal 1s ended, the Deal IS void; . 
| but not otherwiſe, _ 


XXIX. No Body is to declare how many 


| . Trumps are played out. 


XXX. He who plays, and does not make 
three Tricks, is to be beaſted alone, unleſs 


C oN. 
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A SHORT 


TREATISE 


On the GA M E of 


Back-Gaiimeon. 


CHAP 1. 
ECAU 8E. it is neceſſary for a Learner to 


to know, how many Points he ought to 


throw upon the two Dice, one throw with 


aches; ; we ſhall take the following Method to 
| demonſti ate it. 


ee 1 wou'd know how many Chances 


2 there are upon. two Dice: 5 


The Anſwer is thirty-ſix. 


| I wou'd alſo know has many Points there are 


: upon the thirty-lux Chances ? 


A 2 | The 
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The Anſwer to which take as follows, 


od EE Points, : 
2 Aces — — 4 ; 
2 Deuces — — 8 ; 
2 os 12 ; 
2 Fours — 16 : 
2 Fives — — 20 b 
2 Sixes — 24 

6 and 5 twice —— 22 

6 and 4 twice 20 

6 and 3 twice —— 18 

6 and 2 twice —— 16 

6 and 1 twice ——— 14 
5 and 4 twice ——— 18 
5 and 3 twice —— 16 

5 and 2 twice ——— 14 

5 and 1 twice —— 12 

4 and 3 twice —— — 14 
4 and 2 twice —— 12 
4 and I twice —=— 10 
3 and 2 twice ——— 10 

3 and 1 twice — 8 

2 Lud 1 twice — 6 

lg — Print 


Divided by 36 | * 


— 


204 divided by 36, ſolves the . ; by 
- which it appears, that one throw with another, 
you may expect to throw 8 upon 2 Dice. 5 


e 


I wou'd 


Tz) 


I wou'd know how many Chances there are 
upon two Dice? 


T'he Anſwer i 1s 5 36, which are as s follows : 5 


5 FER 
2 Sixes— — 1 
2 Fives — — 1 
2 Fours —— — 1 
2 Trois — 1 
2 Deuces — — 1 
2 Aces — — 1 
6 and 5 twice —— 2 
6 and 4 twice —— 2 
6 and 3 twice — 2 
6 and 2 twice ——— 2 
*6 and 1 twice —— 2 
5 and 4 twice ——— 2 
5 and 3 twice —— 2 
5 and 2 twice — 2 
*5 and I twice — 2 
4 and 3 twice — — 2 
4 and 2 twice — 2 
* and 1 twice —— 2 
3 and 2 twice ——— 2 
3 and 1 twice —— 2 
*2 and 1 twice — — 2 
"16 


| Becauſe a Learner. may be at 2 1 to find out 
by this Table of 36 Chances, what are the Odds 
of being hit, upon a certain, or flat Die, let him 
take the following Method. 


Exaniple, To know the Odds of being hit up- 
on an Ace * FE 


Look 


> 
E 
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Joh in the T able, where you wil find thus * 


marked, 
* Aces — — 1 
6 and 1 twice — 2 
be and 1 twice — 2 
4 and 1 twice — 2 
325 and 1 twice — 2 
Total 11 ; 


Which deducted from 36 5 


— 


The Remainder i is 2 5 


By this Method it appears that it is 25 to 11 
_ againſt hitting an a upon a certain or flat 


Die. 


The like Method may be taken with any other 


fat 1 5 as you have een with the Ace. i 
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To ex plain further to a Learner how to make 4 
uſe of the Table of 36 Chances, when at a FF 
Loſs to find the Odds of being bit upon any Cer- 1 
tain (or flat) Die, this ſecond Example is here | 

added, to ſhew how to find by that * __ the 4 
: Odds, of being hit upon a 6. = 


Sixkeskwyay 
Deuces —— 
and 5 twice —— 
and 4 twice 
and 3 twice 
and 2 twice 
and 1 twice 
and 1 twice 
and 2 twice 


A GO 8 ADD 0 


1 00 


| 


— 
— 


| Which deducted from | * : 


The Remainder i Is 19 7 
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1 the forgoing F it is a wand that It 
is 19 to 17 againſt being hit upon a — 
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6 you play 3 up at Back-Gammon, your prin- 
cipal View, in the firſt place, is, either to ſe- 


cure your own, or your Adverſary's Cing. Point; 
when that is effected, you may play a puſhing 


Same, and endeavour to gammon your Adver- | 


NT. 
II. 


The next beſt Point (after you have gain'd 

your Cing. Point) is to make your Barr Point, 
3 preventing your Adverſary's running with 
ST TERES. e 


III. 


After you have proceeded thus far, you are, in 
the next place, to preſer the making your Quatre 
Point in your own Tables, rather than the Qua- 

. Ee On 


„ 
HFlaving gained theſe Points, you have a fair 


Chance to gammon your Adverſary, if he is very 
forward: for ſuppoſe his. Tables are broke at 


home, it will then be your Intereſt to open your Bt 


Bar Point, and oblige him to come out of your 
Tables with a 6; and having your Men ſpread, 
you not only may catch that Man which your Ad- 

verſary brings out of your Tables, but you will 
alſo have a Probability of taking up the Man leſt 
in your Tables, (upon ſuppoſition that he had 


| 5 ( T 3 
two Men there.) And ſuppoſe he mould h bare a2 

Blot at home, it will then be your Intereſt not to 

make up your Tables; becauſe, if he ſhould en- 
ter upon a Blot which you are to make for the 
purpoſe, you will have a Probability of getting a 
third Man; which, if accompliſhed, will give you, 
at leaſt, 4 to one of the Gammon; whereas, if 

you have only two of his Men up, the Odds is in 

: his favour that you a9: not gammon. — 


1 


*. 
1 1 you i play Pay a Hit only, 1 or 2 Men taken 
To up of your Adverſary's, makes it ſurer than a 


greater Number, provided that your Tables are 
mace up. 


Direrioxs how to carry your Men bone. 


„ When you carry your Men home, in order to 
. : loſe no Point, you are to carry the moſt diſtant 
Man to your Adverſary's Barr Point, that being 
the firſt Stage you are to place it on; the next 
Stage is 6 Points further, viz. in the Mace where 
your Adverſary's 5 Men are firſt. placed out of his 
Tables; the next Stage is upon the fix Point in 
your Tables. This Method is to be purſued till 
all your Men are brought home, except 2, when 
by loſing a Point, you may often ſave your Gam- 
mon, by putting it in the he Power of 2 LIVES, or 2 
Fours to ſave . . 


VII. 


If you play to win a Hit only, you are to en- 
deayour to 185 either your own or your Adver- 
a 12 ſary's 


5 eee „ 
ſary's Cinque Point; and if that fails, by your be- 
ing hit by your Adverſary, and you find that he is 
forwarder than you, in that Caſe, you muſt throw 
more Men into his Tables. The manner of doing 
it is thus: Put a Man upon your; Cingue or Barr 
Point, and if your Adverſary neglects to hit it, 
you may then gain a forward Game inſtead of a 
back Game; but if he hits you, you mult play 
for a back Game, and thea the greater Number 
- of Men which are taken vp, makes your Game the 
better, becauſe i ou will by that means preſerve your 
Game at home: and you muſt then always en- 
deavour to gain both your Adverſary's Ace and 
Trois Points, or his Ace and Deuce Points, and 
take Care to keep 3 Men upon his Ace Point, that 
if you chance to hit him from thence, that Point 
may remain till ſecure to yoũ9fv. 


vu. 


| At the Beginning of a Set do not play for a 
back Game; becauſe, by ſo doing, you would 
play to a great Diſadvantage, running the Riſk of 

a Garamon to win a ſingle Hit, . 


| ; for a Hit. 


E M N 


Dix rCTIoNs for alas. at ſetting out the 
36 Chances of Dice, when you are to 


Play for a Gammon or for a ſingle Hit, 
1. 


O 8 to be ws on your Cing. : 
Foint, and Barr Point, for a Gammon, or 


* 0 
Two fixes, to be day's. on your Adverſary- 5 


Barr Point, and on your own Barr Point, for a 
| Gammon, « or for a Halt, 


« Two T'row'; 3 bird to be dr on your 
| Cinq. Point, and the other two on your Trois 
; en in Ir: own Tables, for a Gammon only. 


Iv. 


5 Two Deuces to be play'd or on your Quartre 5 


Point in your own Tables, and two to be brought 


| over from the five Men placed in your Karen 
. $ Tables, for a Gammon only. 


v. 


8 1 Two Fours, to be brought over from the bee 
Men plies 1 in your Adverſary 8 T ables, and to be 


put 


C4) 


put upon the Cinq. Point i in your own Tables, for 
A Gammon only. 


VI. 


Two Fi ives, to be brought over from the five 
Men placed in your Adverſary's Tables, and to 
be put on the Trois Point in your own TRIO 
for a Gammon, or for a hit.” 


vn. 


Size Ace, you are to take your Barr Point, for 
a Gammon or for a Hit, | 


n 
Sie Deuce, a Man to be brought from the five 
Men placed in your Adverſary's Tables, and to be 


placed on the Cinq. Point in your own n Tables, 
fora Gammon, or for a Hit, 


IX. 


Sin ind Three, a Man to be brought from your 


Adverſary s Ace Point, as far as be wil go, fora | : 
Gammon, or for a Hit. 


Six as Four, a Man to | be brought fan's your 


Adverſary s Ace Point, as far as he will 80, for a 
Gammon, or for a Hit, 


Dix 


„ 


XI. 


Six and Five, a Man to be carried from your 


Adverſary's Ace Point, as far as he can go, for a 
Gammon, or for a Hit, 


XII. 


Cinq. and Quatre, a Man to be carry'd from 


your Adverſary's Ace Point, as far as he can go, 


for a Gammon, or for a Hit. 


n. 5 
Cinq. Trois, to make the Trois Point in your 
own Tables, for a Gammon, or for a Hit. 


XIV. 


Cinq, Deuce, to play two Men from the 3 


placed in your Adverſary's Tables, for a Gam- 
mon, or for a Hit. . 


; xv. 


k Cinq. Ace, to bring one Man from the five 
placed in your Adverſary's Tables for the Cinq., 
and to play one Man down on your Cinq. Point 
in your own Tables for the Ace, for a Gammon _ 


only. 


XVI. 


3 Quatre Trois, two Men to be brought from the 


five plac'd in your Adverſary's Tables, for a Gam- 
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XVII. 


Quatre Deuce, to make the Quatre Point in 


your own Tables, for a Gammon, or for a Hit. 


XVII. 


| + Quatre Ace, to play 2 Man from the 5 ; 
placed in your. Adverſary's Tables for the Quatre, 
| and for the Ace, to play a Man down upon the 


Cin. Point in your own Tables, for a Gam- 
JJ od 


5 Trois Deuce, two Men to be f brought from i 
the five placed in y ur Adverſary's Tables, for a 


Gammon only. _ 


Trois Ace, to make the Cinq. Point in your 


own Tables, for a Gammon, or for a Hit. 
XXI. 


» Deuce Ace, to play one Man from the five 


Men placed in your Adverſary's Tables for the 
Deuce; and for the Ace, to play a Man down 
upon the Cinq. Point in your own Tables, for a 


char. 


tr 


RY © % = — 
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CHAP. Iv. 


DiREcTIONS how 79 play the Chances that 


are mark'd thus ( when you are only to 
3533 TT: Oo.” 


wo "Folks, two of them are to be play” d 


on your Cinq. Point in your own Tables, 
and with the other two you are to take the Qua- 


tre Point i in your Adverſary 8 Tables. : 


4 Tie Bae two & them are to be playa * 
on your Quatre Point in your own Tables, and 
with the other two you are to take the 1 rois s Point 


in your Adverſary's r ables. 


The two foregoing Caſes are to be play J in this 


manner, ſor chis Reaſon, viz. That t hereby yo ou 
avoid being ſhut up in your Adverſary's Tables, 


and have the Chance of Eng high Doublets 


to win che Hit. N 


I; 
Os Fours, two of them are to take your 
Adverſary s Cinq, Point in his Tables; and for 


the other two, two Men are to be brought from 


the five placed in your Adverſary's Tables. 


(18) 
oY —_ 
1. * Cing. Ace, play the Cinq. from the five 
Men placed in your Adverſary's Tables, and or: 
the Ace Os your 9 s Ace Point. 


* 


2. * Quatre Ace, play the * from the 
five Men placed in your Adverſary's Tables, and 
play the Ace from the Men on your aaron to 8 

Ace Point. 8 


FL 


3- * Deuce Ace, play the Doves from the five 
Men placed in your Adverſary's Tables, and play 
5 he Ace from your . s Ace Foint. 


NW, B. The three laſt 88 are e play d in this 
manner, for the following Reaſon: By laying an 
Ace down in your Adverſary's Tables, you have 
a Probability of throwing Deuce Ace, Trois 
Deuce, Quatre Trois, or Size Cinq. in two or 
three Throws; in any of which Caſes you are to 


take a Point, which gives you vaſtly the better of 
the Hit. 


You may obſerve by the DireQions: given in 
"this Chapter, that you are to play g Chances out 
of the 30 in a different manner for a ſingle Hit, 
to what you would do when playing for a Gam- 
mon. 


In this and the foregoing Chapter, lain Di- 
_ rections are given, how, at ſetting out to play all 
the Chances on the Dice, either for a Gammon, 

n 


76 
85 


ve 


649) 


or a ſingle Hit; but it is impoſſible to give full 
Inſtructions for the whole Progreſs of the Game; 
all that can be done towards helping a Learner, 
is to communicate ſome Obſervations, Hints and 
Cautions, Which if attended to, may be of uſe to 


him, 


Cc Z a A F. V. 


Some Onsrxvarioxs, Fi and Cav- 


TIONS, which are to be attended 0. 


I. 
Y the Directions given to play for a Gam- 


mon, you are voluntarily to make ſome Blots,. 
the Odds being in your Favour, that they are not 
Hit; ; but ſhould it ſo happen, that any Blot i is hit, 
as in this Caſe you will have three Men in your 
Adverſary's Tables, you muſt then endeavour to 
ſecure your Adverſary' y's Cinque, Quatre, or Trois 
| Point, to prevent a Gammon, and muſt be very _ 
| cautious how you ſuffer your Adverſary to take up 
a a fourth Man.“ 


1. 


Fake care not to croud y our Game at any time, 


if poſſible. What is meant by crowding a Game, 


is the putting many Men either upon your Trois 


or Deuce Point in your ow T ables ; Which is, 


B. 2 in 


N 
in effect, loſing of thoſe Men, not having them 


Game open, by being crowded in your own Ta- 
— he may then 2 his Game as he thinks 
to 


mn 


know what are the Odds of your entering a fingle 


by that means you may play your Game accord- 
ingly. 


IV. 


had to the Calculations for hitting it, you will 
find the Chances for and againſt you; and conſe- 


ö Pour: Game to the greateſt Advantage. 


V. 


' Odds for and againſt you upon being hit by dou- 


your Power to chuſe ſuch a Method of Play as is 
moſt to your NOT. 


VI. 


If it is neceſlary to make a Run in order to win 
a Hit, and you would know to a Point which is 
forwardeſt, your Adverſary or you, take the fol- 
Mac Method. 


in Play. Beſides, by crowding your Game, to 
attempt to ſave a Gammon, you are often gam- 
moned: becauſe when your Adverſary finds your 


By Recourk had to the Calculations, you may 


Man upon any certain Number of Points, and 


If you are obliged to leave a Blot, by Recourſe 


quently you will be enabled to judge how to * 


You will alſo find, by the Calculations: the: 


ble Dice, and conſequently you will have it in 


| Begin | 


< I 


2 0 800 — r 2 


(21) : 


Begin with reckoning how many Points you 
muſt have to bring home to your Size Point, in 


your own Tables, the Man that is at the greateſt 
iftance from it, and do the like by every other 
Man that is abroad ; when the Numbers of thoſe 


Abſentees are ſummed up, add to them the fol- 


lowing Numbers for thoſe already in your own 
Tables (ſuppoſing the Men that were abroad as 


on your Size Point for bearing) namely, ſix for 

every Man on the Size Point, five for every Man 
on the Cinque Point, four for every Man on the 
Quatre Point, three for every Man on the Trois 


Point, two for every Man on the Deuce Point, 


and one for every Man on your Ace Point. Do 


the like to your Adverſary's Game, and then you 


will know which of you is forwardeſt, and likelieſt 


to win the Hit. 


CHA P. 


Ca). 


N 


Obſervations and Directions for a Learner 
that has made ſome Progreſs at Back. 
_ Gammon ; Particular Directions for 
bearing their Men. : 


J. 
4 
LE 


IF your Adverſary is greatly before you, never 
1 play a Man from your Quatre, Trois, or Deuce 
Points, in order to bear that Man from the Point 
Where you put it, becauſe that nothing but high 
Doublets can give you any Chance for the Hit; 
therefore inſtead of playing an Ace or a Deuce 
from any of the aforeſaid Points, always play them. 
from your Size or higheſt Point, by which means 
you will find, that throwing two Fives, or two 
Pos: will, upon having eaſed your Size and 
Cinque Points, be of. great Advantage to you; 
whereas, had your Size Point remained loaded, 
you muſt, perhaps, be obliged to play at length 
thoſe Fives, and thoſe Fours : 


* 


Whenever you have taken up two of your Ad- 
verſary's Men, and that you happen to have two, 
three, or more Points made in your own Tables, 
never fail ſpreading your Men, in order either to 
take a new Point in your Tables, or to be ready 
to hit the Man your Adverſary may happen to en- 
ter. As ſoon as he enters one of his Men, you 
are to compare his Game with your's ; and if you 
find your Game equal to his, or better, never fail 


(23) 


taking his Man up, if you can, becauſe it is 25 to 
II againſt his hitting you; which Chance, being 
ſo much in your Favour, you ought always to run 


that Riſk, when you have already two of his Men 
up«..-- 


There is this Exception to this Rule, that if 
you play for a ſingle Hit only, and that your play- 


ing that Throw otherwiſe, gives you a better 


Chance for the Hit, you ought not to take up 
that Man. e e 


1 


: Never be deterred from taking up any one Man 


of your Adverſary's, by the Apprehenfion of his 
hitting you with double Dice, becauſe the faireſt 
Probability your Adverſary has of hitting you, is 


five to one againſt him. 


. 


If you ſhould happen to have five Points in your 
Tables, and to have taken up one of your Ad- 
verſary's Men, and are obliged to leave a Blot out 
of your Tables, take care, if it is in your Power, 
rather to leave it upon Doublets, than any other 


Chance, becauſe Doublets are 35 to 1 againſt his 


one againſt him. 


v. 


Two of your Adverſary's Men in your Tables 
are better for a Hit, than any greater Number, 
provided your Game is forwardeſt, becauſe his 
having three or more Men in your Tables, gives 


hitting you, and any other Chance is but 17 to 


. 


him more Chances to hit you, than if he had on- 
ly two Men in them. „% er, | 


VI, 


If you are to leave a Blot, upon your entering 
of a Man in your Adverſary's Tables, or other- 


_ wiſe, and have it in your Choice to leave it upon 
what Point you pleaſe, always chooſe that which 
is the moſt diſadvantageous to him. To illuſtrate 
this by an Example, let us ſuppoſe it his Intereſt 
to hit you or take you up as ſoon as you enter, in 
that Caſe you are to leave the Blot upon his low- 


eſt Point; that is to ſay, upon his Deuce Point, 


rather than upon his Trois Point, or upon his 
Trois Point preferably to his Quatre Point, or up- 
on his Quatre Point preſcrable to his Cinque 
Point, becauſe, (as has been mentioned before) 
all the Men your Adverſary plays upon his Trois, 


or his Deuce Points, are deemed as loſt, being in 


a great Meaſure out of Play, thoſe Men not bav- 


ing it in their Power to make his Cinque Point, 
and conſequently his Game will be crowded there, 
and open elſewhere, whereby you will be able alſo 
much to annoy him. | | N 


VII. 


To prevent your Adverſary from bearing his 


Men to the greateſt Advantage When you are 
running to ſave your Gammon; as, for inſtance, 
ſuppoſe you ſhould have two Men upon his Ace 


Point, and ſeveral other Men abroad, tho* you 


ſhould loſe one Point or two in putting your Men 


into your Tables, yet it is your Intereſt to leave 


a Man upon your Adverſary's Ace Point, which 
will have this Conſequence, that it will prevent 
his bearing his Men to his greateſt Advantage, 


and 


. 
and will alfo give you the Chance of his making a 
Blot, which you may chance to hit. But if, up- 
on. a Calculation, you find that you have a 
Throw, or a Probability of ſaving your Gam- 
mon, never wait for a Blot, becauſe the Odds are | 


greatly againſt hitting it. 


Caſes, put by way of Examples, to fhew bow 
to calculate the Odds of ſaving or winning 


2 Gammon. 


I. 


GUPPOSE your Tables are made up, and that 

* you have taken up one of your Adverfary's 
Ma ; and ſuppoſe your Adverſary has ſo many 

Men abroad as Foquare three Throws to put them 


in his Tables. 


"Day; Whether you have the better of a 


+ Gammon, or not? 


e It is about an equa] Wager that t you 
gammon him. 


C 5 Becauſe, 


— — —Ü—U— —— — 


660 9 
HBecauſe, in all Probability, you will have bore 
two Men before you open your Tables, and when 
you bear the third Man, you will be obliged to 
open your Size or Cinque Point, in that Caſe it is 
probable, that your Adverſary muſt take two 
Throws before he enters his Man in your Tables, 
and two Throws more before he puts that Man 
into his own Tables, and three Throws more to 
put into his own Tables the Men which he has 
abroad, which in all make ſeven Throws : And 
as you have twelve Men to bear, which probably 
will take ſeven throws in bearing, becauſe you 
may twice be obliged to make an Ace, or a 
Deuce, before you can bear all your Men. 


MES. No mention is | made of Doublets of ei- 
ther Side, that Event being equal to each Party.“ 


The foregoing Caſe being duly attended to, 
ſhews it is in your Power to calculate very nearly 
the Odds of faving or winning a Gammon upon 

moſt Occaſions. — —” 


. 
Suppoſe T have three Men upon my Adverſa- 
ry's Acc Point, and five Points in my Tables, 


and that my Adverſary has all his Men in his Ta- | 
bles, three upon each of his five higheſt Points. 


Query, Whether the Probability is for his gam- | 
moning me, or not. . . 


Anſwer. 


AA 


k W OR. nn RR. ET 


To bring my 3 Men from my 


Auſiuer. Points. 


For his bearing 3 Men from his 6 Point, is 8 
from his 5 Point, — I 
from his 4 Point, -- 12 
from his 3 Point, — 9 
from his 2 Point, -- 


| Adverfary* s Ace Point, to my 
Size Point in my Tables, be- 
ing for each 18 Points, make 


The Remainder is -- 6 


And as beſides the ſix Points in your Favour, 


there is a further Conſideration to be added for 


you, which 1 is, that your Adverſary may make one 
or two Blots in bearing, as is frequently the Caſe: 


You ſee by this Calculation, that you have great- 
bh the better of the Probability of ſaving. your 
= Gammon. 


N. B. This Calo is Tuppoles upon an Equal ty 
7 throwing. 


III. 


Suppoſe 1 leave two Blots, either of which can- 
not be hit, but by double Dice, to hit the one, the 


Caſt mult be eight, and to hit the other, it muſt 


be nine, by which means my Adverlary has only. 


done Dye to hit either of them. 


a er, 


XL 


Query, What a are the Odds of his hitting eier | 


of thoſe Blots | ? 


Anſwer, 
The Chances on two Dice are in all, ::Þ - 
The Chances) 5 and 3 twice, „% 
to hit 8 are, 2 Deuces... 1 
2 Fours 1 
Ihe Comes! 6 and 3 twice, — 3 
ä and 4 twice, = — 2 
n 
Total Chances for hitting, „ 
Hens Chances for hitting, = — 28 


80 chat it is 25 to 11 that he will n not hit either „ 


thoſe Blots. 


To give 8 F let v us ſuppoſe that I 
leave two other Blots than the former, which an- 
not be hit but by double Dice, the one muſt be N 


hit by eight, and the other by ſeven. 


+ Se, What are the Odds of my Adveray s 
hitting either of theſe Blots! 9 185 


— 


Anſwer. 


. gn OE 2 WM 


(29). 
Anſwer. 
The Chances on two Dice are in all, 


6 and 2 twice, - 


— — 8 
The Chances) 5 and 3 twice, - - 2 

to hit 8 are, two Fours. 1 

(two Deuces, „; é 

8 nd 1 twice 3 
The Chances on 4 : e, : _ 
"wo bit 7 a6. 19 09.2 On 
e OT 4 and 3 twice, 5 e % 
Total Chances for wan 12 


"Remain Chances for not hitting, 24 : 


Tz en it is two to one, that Lam not hit, 


- 


The like Method is to be taken with three, four, 
or five Blots upon double Dice; or with Blots 
made upon double and ſingle Dice at the ſame 


time; you are then only to find out (by the Ta- 
ble of 30 Chances) how many there are to hit any 


of thoſe Blots, and add altogether in one Sum, 
which ſubſtract from the Number 36, which is 


the whole of the Chances upon two Dice: So do- 
ing reſolves any Queſtion required. 


The following Caſes a are to ſhew a way - cal- 
culating, which may be call'd a mechanical way 


of ſolving of Queſtions. of the like Nature, 


I would know what are the Odds of throwing 7 
= twice, before 10 once * ? 


. 3 Anſwer. 


n 
1 


(30 ) 


. 


Ĩt is 5 to 4 that 10 is thrown once before = / 
_ thrown twice, which is demonſtrated, as follows: 


- Suppoſe the Stake depending i is nine Pounds, my 
firſt Throw entitles me to have one third Part of 
that Money, becauſe 7 has ſix Chances for it, : 


and 10 has but three Chances, and therefore | it is 
two to one. 


1 1. 15 | 
For the firſt Throw: — . 
Having taken 3]. out of the 9% for the : 
1 Throw, the Remainder is 6/. out 
of which a third Part is to be taken 5 
for the ſecond Throw, „ 4 2.0 8 


The Total i „ i 
Remains, „C 


The whole Stake! is, 9 0 0 


VI. 


4 would kiow what are the Odds of entering ” 
a Man upon any certain Point in two Throws? | 


. . : 
Suppoſe 4 Shillings i is the whole Stake depend- 


1 I would know what is my Share of that Stake, . 


having lay'd 18 Shillings that I' enter in two 


Throws? By the Calculations in the Tables of 


36 Chances, it is found that I have 11 Chances 
out of the 36 for entering the firſt Throw, for 
which theretore I am entitled to 11 out of the 36 
Shillings. ae 
The 


The Stake is, - 36 uh 


For the firſt Throw, . 


Remains, 8 


The Nan being 25 Shillings, i is 
to be divided into 36 equal Parts, of 
which 1 am entitled to eleven of thoſe 
Parts, which make 75. 7 d. r for the 
ſecond Throw, e 1 


Adding this to the other 11 Shillings, 


makes my Share of the Stake to be, 18 7+ 
15 Then 0p ny $ Share will be — 17 45 


Total of the Sake, —— 36 Wo 


8 — 


Therefore i it is very nearly 1 5 to 14 in favour 


: of entering a Man upon my certain Point in two 
Throws. 3 | 
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H A F. VIII. 


Critical Caſes for a Back- Game. 
E 


f LE: us 4 A. plays the Fa ore-game, 
and that all his Men are an in the uſual : 


manner, 


For B's Game, let us 8080 that 14 of his 


Men are placed upon his Adverſary's Ace Point, 
and one Man upon his ee 8 Deuce Point, 
and that B. is to throw. 


Hit! | 


| Anſwer, A's is the beſt by Gold to Gives. or 
21 for, to 20 againſt ; bet te if B. miſſes an 
Ace to take his Adverſary” s Deuce Point, which is 
25 to 11 againſt him, A. is, in that Caſe to take 
up B's Men in his Tables, either ſingly, or to 
make Points; and if B. ſecures either 4's Deuce 
or Trois Point, in that Caſe, A. is to lay as many 
Men down as poſſible, in order to be hit, that 


5 my he my get a Neck ame. 


When you are e pretty well vers'd in the Game 8 
ef Back-Gammon, by practiſing this Back-Game, 
vou will become a greater Prohcient 1 in the "tn 
t an 


Query Which Game is kneten to win the : 


LG»: 
than by any other Method, becauſe it clearly de- 
monſtrates che MRO Power of the Back- game. 


II. Hurt Sune. 


Let us ſuppoſe 4. to have five Men placed up- 


on his Size Point, five Men upon his Quatre 


Point, and five Men upon his Deuce Point, all 


in his own Tables. 


And ke: us U p. to have three Men placed | 
upon A's Ace Point, three Men upon 4's Trois 


Point, and three Men upon 4 Cinque Point; 


let B. alſo have three Men upon his Size Point in L 


his own Tables, and three Men plac'd out of his 
: Tables, i in the uſual manner, 


Due, 55 Who has the better of the Hit! 7 


© Anſwer. It is an equal Game; but to play it 5 


critically, the Difficulty lies upon B. who is in 
the firſt place to endeavour to gain his Cinque and 
Quatre Points in his own Tables, and when that 
is effected, hz is to play two Men from A's 


Cinque Point, i in order to oblige his Adverſary to 
blot, by throwing an Ace, which if B. hits, he 


will have the faireſt Probability of nn the 
Hit. 


II. Back Game. 


8 4. has Mee Men upon B's Ace Point, ; 
an three Men upon B's Deuce Point, alſo three 
Men upon his Size Point in his own Tables, and 


three Men upon his uſual Point out of his Ta- 
bles, and three Men where his five Men are uſu- 
ally placed in his Adverſary's Tables. 


EF 


And 


(44). 


Apt let us ſuppoſe B. has his Men placed in 
the ſame manner, both in his own and his Ad- 
verſary's Tables, with this Difference only, VIZ, 
inſtead of having three Men put upon 's Deuce 
bon. let him have three Men upon A's Trois 
Point 


"Bon." Who has the beſt of the Hit + 


Anſwer, WA ESE the Ave — Trois Point 


are not ſo good for a Hit, as the Ace and Deuce 


Points in your Adverſary's Tables for this Rea- 
| ſon, becauſe when you are bearing your Men, 
you have the Deuce Point in your own Tables to 


© play your Men, upon, which often prevents your 


making a Blot, which muſt happen otherwiſe to 
your Adverſary; and take care to lay down Men 
to be hit as often as you can, in order to keep 


your Game backward, and for the ſame Reaſon 5 
avoid hitting any Blots which your kd 


makes, 15 
e | 
As - Caſe of Curioſity and Tnftruttion., = 1 


[Let us ſuppoſe A. has his 15 Men upon B's 
Ace Point, &. is ſuppoſed to have his Barr Point, 
alſo his Size, Cinque, Quatre, and 708 Points 

in his on Tables. 1 HOT 125 


8 How: many The i is A. likely to take : 
| to bring his 15 Men into his own Tables, ne 
to bear them? 


Anſiuer, You may undertake to 301 it in ſeventy- 5 
five Throws, 8 


It 


(35) 


* 


It is Odds in A's Favour that he throws an Ace 
in two Throws; it is alſo Odds in A's Favour 
that he throws a Six in two Throws ; when theſe 


Events happen, A. has a Probability of not want- 
ing above two or three "Throws to play, till he has 
got all his fifteen Men into his own Tables : 


Therefore by a former Rule laid down to bring 
your Men home, and alſo for bearing your Men, 
you may be able to find out the Probability 0 or "0. 

1 5 Number of Throws required. 


Notes B. ftands Kill, and does not t play. 


V. 
AM Cafe of Curief 7 a TInfirudion. 


| Where A. and B. ſhall play as faſt as uſual, 
E and yet A. ſhall make the Hit laſt, e for 


many Hours. 


We will ſpools B. to have 3 13 Men, and : 


that 4. has taken up the two remaining Men. | 


And let us ſuppoſe that A. has his 1 5 Men in 


B's Tables, viz. three Men upon his Size Point, 


three upon his Cinque Point, three upon his 
Quatre Point, three upon his Trois Point, two 
upon his Deuce Font, ano - one upon his Ace 


fe Point. 


The Method which A. is to Cakes 18 this: . Let 


him bring his 15 Men home, by always ſecuring 
ſix cloſe Points, till B. has enter'd his two Men, 
and brought them upon any certain Point; as ſoon 


as 


_— — — a wt - * 
—— At A. — — — 4 - 2 * * 
— — — — _ — 2 -— - 
3 * — C 2 8 — . — — 
2 — r 8 — . 232 r >, - 2 — 2 —̃ñ— ——— 
— * - N — = _-_ r 1 2 1 „ r wm” 
= A Ee =” 77 ä — = E — = 
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. airs. K 5 b a 
—— — * 1 y 


TS 


_ B. has gain'd chit Point, 4. muſt open an Ace, | 
Deuce, or Trois, or all three; which effected, 


B. hits one of mem, and A. taking c re to have 
two or three Men in B's Tables, is ready to hit 
that Man; and alſo, he being aſſured of taking 


up the other Man, has it in his Power to prolong 
the Hit to almoſt any Length, provided he takes 
Care not to open ſuch Points, as two Fours, two 


Fives, or two Sixes, but always to g the Ace, 


Deuce, or Trois Points for P, to hit him. 


vr 5 


1 wats know what are the Odds upon two 
Dice, for throwing two Sixes, two Fives, or two 


Fours, in three Throws ? which, by mechanical 
Calculation, my be found thus : 


Anſwer, Guppoling 26 Shillings to be the Stake 


1 ; depending, the Thrower will be entitled to have 
for his firſt Throw, —— 


which deducted out of 36, remains 23; ; 
which divided again into 36 Parts, make 


3 fil. 


ſo many eleven Pence, out of which the 


_ Thrower is to have 3 for his ſecond 5. ” 
" TWO ens, = OY gone es 


The Remainder, 30 Shilling and 3 


| Pence, i is again to be divided into 36 Parts, 


ividing the 30s. ſo, make ſo many ten 


Pence, and the 3 Pence divided into ſo 
many Parts, make ſo many Thirds of Far- 


things, of which the "Thrower is to = + 
1 Parts for his Share for his third Throw 2 64 


ad 


Total for the jars 8 3 


80 


8 7 


80 that it is 27 8. 84.2 to 8 5. 34 d 3 
the Thrower; which reduced into the ſmalleſt 


Number, is very nearly as 10 to 3, that 2 Sixes, 


2 Fives, or 2 F ours, are not thrown in 3 Throws. 


VII. 


Suppoſe A. to have 2 Men upon his Sine Point ” 
in his own Tables, 3 Men upon his uſual Point 
cout of his Tables, 2 Men upon the Point where 

his 5 Men are uſually placed in his Adverſary's 

Tables, 5 Men upon his Adverſary's Ace Point, 


and 3 Men upon his ey 8 Point. 


And let x us 3 B. to dee 2 Men upon his 


Size Point in his own Tables, 3 Men upon his 


uſual Point out of his Tables, 2 Men upon the 
Point where his 5 Men are uſually placed in his 

Adverſary's Tables, 5 Men upon his Adverfary' * 

Ace Point, and 3 Men _—_ his e p- 


Trois Point, 


Hit! r 


n 4. bas, * he is to olay. either 


an Ace, or a Deuce from his Adverſary's Ace 
Point, in order to make both thoſe Points as Oc- 
caſion offers, and having the Quatre Point in his 
— 8 Tables, he may mare eaſily bring 


Query, Who has the faireſt Chance (0 win 1 the 5 


thoſe | 


— — ——ẽ 


17 . 5 
thoſe Men away, if he finds it neceſſary, and he 
will alſo have a reſting Place by the Conveniency 

of that Point, which at all Times in the Game 

will give him an Opportunity of running for the _ 

Hit, or ftaying, if he thinks proper. Whereas 

B. cannot fo readily come from the Trois Point 


in his Adverſary's Tables. 


'T ET us ſuppoſe 4. and B. place their Men - 


Lin the following manner for a Hit. 


| Suppoſe A. to have 3 Men upon his Size Point 
in his own Tables, 3 Men upon the uſual Point 
out of his Tables, and 9 Men upon his Adverſa- 
ry's Ace, Deuce, and Trois Points, 3 Men to be 


placed upon each Point; and ſuppoſe B's Men to 
be placed in his own, and in his Adverſary's Ta- 
blies, in the {ame order and manner. nd 


The Reſult is, that the beſt Player ought to 


win the Hit; and the Dice are to be thrown for, 
the Situation being perfectly equal in 4's and B's 


Game. 


If 


= 2. 2 
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If 4. throws firſt, let him endeavour to gain 
his Adverſary's Cinque Point; when that is ef- 
fected, let him lay as many Blots. as poſſible, to 


tempt B. to hit him; for every time that B. hits 


them will be in A's Favour, becauſe it puts him 


backward, and let A. take up none of 5's Men 
for the ſame Reaſon. 


. 1 is always to - los to ihe Care to kia ; 
three Men upon each of his Adverſary's Ace and 
Deuce Points; becauſe when B. makes a Blot, 
__ thoſe Points will remain ſecure, and by Recourſe 
had to a former Caſe (Numb. V. in the former 
Chapter) when A. has bore 5, 6, or more Men, 
yet A. may ſecure 6 cloſe Points out of his Ta- 
bles, in order to prevent H. from getting his Man 
home, and by Recourſe had to the Calculations, 
he may eaſily find out (in caſe he makes up his 
Tables) who has the better of the Hit; and if he 
finds that B. is forwardeſt, he is then to endeavour 


to lay ſuch Blots to be taken up by his Adverſary, 


as may give him a Chance for taking up another 
Man, in caſe B. "Howe e to have a Blot at 


f home. > 


"Thoſe who play the forequing- Game well, 
+ may be ranked! in the firſt F orm, 


I. 
4 c of Curiofi. 


A. and B. play at Back- Gammon, A. his bore - 


12 Men and has 2 Men to bear upon his Deuce 


Point, B. has 13 Men in his own Tables with 2 


Men to enter. B. is to throw. And to name 
the Throws both for himſelf and A, but not to 

hit a Blot oi either Side. | 
Query 


(40). 


| Query, What Throws is B. to name for both - 


e in order to ſave his Gammon * 


An ſiber, B. calls for himſelf 2 How, which en- 


ters his 2 Men upon A's Ace Point. B. alſo calls 


2 Aces for A. and conſequently 4. cannot either 
bear a Man nor play one; then B. calls for 


2 Sixes for himſelf, and carries one Man home 


5 upon his Size Point in his own Tables, and the 


other he places upon his Adverſary's Barr Point: 


B. alfo calls Size-Ace for A. ſo that A. has one 
Man leſt to bear, and then B. calls for himſelf ei- 
ther 2 Sixes, 2 Fixes, or 2 Fours, any of which 
bear a Man, in Caſe he has Men in his'own _ 
Tables upon thoſe Points, and ſo ſaves his Gam- | 


mon. | 


wu 


The Elawice Queſtion i: is to be attended to, : 
| as being Critical and Inſtruètive. 5 


Suppoſe chat both yourn and your | Adverary „ 


N Tables are made up. 


Alſo that you have 1 Man to carry Jl” but 
that he has 2 Men on your Barr Point to carry 
home, which lie in wait to catch your Man and 

that if you paſs him you are to win the Hit. 

Bauppoſe alſo that you have it in your Choice to 
run the Riſk of being hit, by 7, or by 8, both of 


which are Chances upon Double Dice, 


Barry, 


4 1 


Bows, Which of theſe Chances | is it beſt for 
you to venture! 3 


Anſwer, that of 7, for the 3 Reaſons: 


Firſt, becauſe that the Chances of being hit 
oy 7, or by 8 are equal. 


" Secondly, if he does not hit 7 vou will on : 
TORE in your Favour 23 Chances to 13, that by 


your next T hrow you either hit him or paſs be- 
19 him. | 


Thirdly, in caſe your ſecond: Fhraw Would 
happer? to be under 7, and that conſequently you 
cannot hit him, yet you may play that Caſt at 


home, and conſequently leave the Blot upon dou- 
ble Dice. Fa LS 


homes if on the contrary, you had made 
Choice of leaving the Blot upon 8, you would 


have made a bad Choice, for the Reaſons fol- 
lowing : 


N Recauſe i . for being hit by 
Ts or by 8, are only 0998” 


e Saco if you ſhould eſcape the be- 
ing hit by 8, yet you would then have but 17 
Chances in your favour, againſt 19 for either. 


hitting him, or paſling beyond him by your next 
Throw. 


225 in caſe your ſecond Them mould 
happen to be MEE: Ace, which 1 is ſhort of him, 


D your. 


< 42 ) £5, 

: you would then be obliged to play the Man that is 
out of your Tables, not being able to play the 
3 at home, and conſequently to leave a Blot to 
be hit by a ſingle (or flat) Dye; which Event, 
upon Suppoſition that you play for 18 Shillings a 
Game, it would entitle him to 11 — oy the 


AY —— Stake — 


Laws of Bucx-Ganmor. 


= ul F you take a Man from any Point, that 
Man muſt be played, the ſame muſt be | 
done if 2 Men are taken fm 5 


PE) You are not underſtood to > have play'd any 


Man, till you have placed him upon a Point and 
quitted W 


LE 5 If you play with I4 Men only, ther is no 
0 3 attending it, becauſe by playing with a 

eſſer Number than you are intitled to, you play 
to a Diſadvantage, by not having the additional 
Man to make up your Tables. 


405 Ir you bear any Number of Men, be- 
fore you entered a Man taken up, and which 
conſequently 


"Cas 


conſequently you was obliged to enter, ſuch Me 
ſo borne, mult be entered again in your Adverſ«” 
iy 8 Tables, a8 well as the Man taken 3 


5th, If you have ib h your An and 
play'd it, and if your Adverſary has thrown, it is 


not in your or his Choice to _ it, unleſs both 


to agree to it. 


2 
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Juft Publiſt'd by Clay and ALEXANDER 


 EwinG, at the Angel and Bible, in Dame- 


Street. 

A Short Treatiſe on whe Gents of Piquet, di- 
recting with Moral Certainty how to diſcard 

any Hand to Advantage, by ſhewing the Chances 

: * taking in any one, two, three, four, or five 

certain Cards. Computations for thoſe who Bet 


their Money at the Game. Alſo the Laws of 


the Game. To which are added, ſome Rules 


and Obſervations for playing well at Cheſs, By 
E a TOs. Gent. 


Where may be had by the ſame Author, 


1 ſhort Treatiſe on the Game of Whiſt ; (as 
play'd at Court, Whites and George's Choco- 


late-Houſes, at Slaughter's, and the Crown Cot- 
75 ee · Houſes, &c, Oc. 


a Ls o, 


An artificial Memory, or an eaſ\ Method of 
aſſiſting the Memory of thoſe chat play at the 
Game of Whiſt, to which are added ſeveral | 
Caſes not hitherto 2 5 


3 mort Treatiſe on the Clan of Quadrille, 
| ſhewing the Odds of winning, or loſing moſt 
Games that are commonly play'd either by calling 


a King, or 0 playing Sans prendre, with the 
Lays of the ame, 


TREATISE 


0 the GAME of 


FT ITVET 


Th which « are added, 


Some Rol Es and On2xnvarions for 


playing well at C HESS. 


CHAP. . 


General Ru LES fer playing af Proverr. 
'L 


Game; what is meant by them is, that 


Game, otherwiſe you are to make twenty-ſeven 
Points elder Hand, and thirteen Points younger 
Hand; and you are always to compare your Game 
with your Adverſary's, and diſcard Accordingly. 

II. You are to diſcard in Expectation of winning 


the Cards, which 1s ſo eſſential a Part of the Game, 
that it generally makes twenty-two or twenty-three . 


Points difference ; therefore you are not to diſcard 


for low Quatorze, ſuch as three Queens, three 


Knaves, or three Tens, becauſe in any of theſe 
__ Caſes, the Odds are three to one elder-hand, that 
you do not ſucceed, and ſeventeed 


—— — — —— , RSA —— oo — 


— 
— ——— 
. 


7 O U are to- Play by the Stages of your 


= when you are backwards in the Game, or 
behind your Adverſary, you are to play a puſhing 


to three young- 
. 
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er Hand; for let us ſuppoſe you ſhould go for a bh 
 Qyatorze of Queens, Knaves or. Tens, and throw *'_ 
out an Ace or a King, by ſo doing you run the Riſk 
of loſing. above twenty Points in . e of 


winning fourteen Points. 


HI. At the Beginning of a Party you are to play 


to make your Game, which is twenty-ſeven Points 
.elder Hand, and thirteen Points younger Hand: 


therefore ſuppoſe you are elder Hand, and that you — 
have a Terce-major and the Seven of any Suit, jt 
is five to two but that you take in one Card out of 
any four certain Cards; therefore ſuppoſe you 
ſhould have three Queens, three Knaves, or three 
Tens, yon are in this caſe to diſcard one of them 


preferably to the Seven of ſuch a Suit, becauſe it 
is three to one that you do not take in any one cer- 


| tain Card elder Hand to make you a Quatorze, and 
conſequently you diſcard the Seven of ſuch Suit to a 


great Diſadvantage. 


IV. If your Adverſary is greatly beſore you in 
the Game, the Conſideration of winning the Cards 


muſt be put quite out of the Queſtion: therefore 
ſuppoſe you ſhould have a Quart to a Queen, or a 
12 to a Knave ; in which Caſe it is, only about 


ve to four, being elder Hand, but that you take 
in a Card to make you a Quint, and about three tio 
one but that you take in a Queen, a Knave, or Ten, „ 


and ſhould you have three of either dealt you, it is 


good play to make a Puſh for the Game, particular- 
2 if it is ſo far advanced as to give you but little _ 
hance for it in another Deal; and in this, and o- 


ther Caſes, you may have recouſe to the Calcula- 
tions aſcertaining the Odds. 


V. To gain the Point, generally Pe TY FE 


Points difference; the refore when you diſcard, you 
muſt endeavour to gain it, but not riſk the loſing 
of the Cards by ſo doing. 


VI. The ſaving of your Lurch, or the lurching 


. 


of your Adverſary, is ſo material, that you ought. 
1 always 
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always to riſk ſome Points to accompliſh either of 


them. . | 


VII. If you have fix Tricks with any winning 
Card in your Hand, never fail playing that Card, 
| becauſe at leaſt you play eleven points to one againſt 


yourſelf by fo doing, unleſs in Play you diſcover 
what Cards your Adverſary has laid out, 


VIII. If you are greatly advanced in the Game, 


as ſuppoſe you are eighty to fifty, in that Caſe it is 


pour [Intereſt to let your Adverſary gain two Points 
for your one as often as you can, 8 if the 
on the 

contrary, you are to be younger Hand, and are 
eighty- ſix to fifty or ſixty, never regard the loſing 
two or three Points for the gaining of one; be- 


next Deal you are to be elder Hand; but i 


cauſe that Point brings you within your Sew. 
IX. The younger Hand 1s to play upon the de- 


fenſive ; therefore, in order to make his thirteen 
Darts, and eſpecial- 

iy to ſtrive for the Point: but ſuppoſe him to have 

two Terces from a King, Queen, or Knave, as it is 


Points, he is to carry Terces, 


twenty-nine to twenty-eight that he ſucceeds, he 
having in that Cale four certain Cards to take in to 


make him a Quart to either of them, and perhaps, 


thereby ſave a Pique, &c. he ought preferably to 


go for that which he has the moſt Chance to ſuc- 
ceed in: But if inſtead of this Method of play, he 


has three Queens, Knaves, or Tens, and ſhould at- 
tempt to carry any of them preferably to the o- 
theis, the Odds that he does not ſucceed being ſe- 


venteen to three againſt him, he conſequently dii- 


cards to a great Diſadvantage. 


X. The elder or younger Hand, 


Queens, Knaves, or Tens, in hopes of winning 


| the Cards, but that is to be done with Judgment, 


and without heſitating. | 


XI. It is often good Play for a younger Hand 
not to call three Queens, Knaves, Ec, and to ſink 
one 


EY 3 a 


: er or is ſometimes to 
fink one of his Points, a Terce, or three Kings, 


e 
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= Card of his Point, which his Adverſary may = 7 
Wn to be a Guard: to a King or Queen. 
I. The younger Hand having the Cards e- 
quaty dealt him, is not to take in any Card if 


thereby he runs the Riſk of loſing them, unleſs he 


1s very backward in the Game, and bas then a 
S8⸗cheme fora great. Game. | 


XIII. If the younger Hand es a Probability of 


ſaving or winning the Cards by a deep Diſcard : As 
for Example; Suppoſe he ſhould have the King, 
Queen, and Nine of a Suit, or the King, Knave, and 
Nine of a Suit; in this Caſe he may diſcard either 
of thoſe Suits, with a moral Certainty of not be- 


. ing attacked in them, and the Odds that he does 
not take in the Ace of either of thoſe Suits being 

: againſt him, it is not. worth his while to . diſcard 0- 
therwiſe 1 in expectation of ſucceeding. 


XIV. The younger Hand having three Aces 
a dealt him, it is generally his beſt play to throw on 


| the fourth Suit. 


XV. The younger Hand is Aebi to carry = 
Guards to his Queen-Suits, in order to make Poinis, 


: and to ſave the Cards. 


XVI. When the younger Hand ablerves that te 
elder Hand, by calling his Point, has five Cards 
which will make five Tricks in play, and may have 
the Ace and Queen of another Suit, he ſhould 


throw away the Guard to that King, eſpecially if 
he has put. out one of that Suit, which will give 
| him an even Chance of ſaving the Cards. 


XVII. If the elder Hand has a Quart to a King 


dealt him, with three Kings and three Queens (in- 


dcäaluding the King to his Yvyart) and that he is obli-⸗- 
ged to diſcard, either one of his Qꝝart to the King, : 


or to diſcard a King or Queen, 
Query. Which is beſt for him to diſcard ? 


Anſiber. The Chance for taking in the Ace or 
Nine to his Quart to a King, being one out of two 


certain Cards, is exactly l to the taking either 
a Bing 
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A King or a Queen, having three of each dealt 
him; therefore he is to diſcard in ſuch a manner a4 


| gives him the faireſt Probability of Winning the 


15 9 
The foregoing Caſe may be a general Direction 2 
to diſcard in all Caſes of the like Nature, either for 


the elder or younger Hand. 
XVIII. Suppoſe the elder Hand has taken in his 


five Cards, 4 that he has the Ace, King, and 
Knave of a Suit, having diſcarded two of that 


Suit: He has alſo the Ace, King, Knave, and two” 
ſmall Cards of another it, but 0 vienidg Cards 
in the other Suits- 


Query. Which 5 hal "INE is he to play ke 5 
in order to have the faireſt Chance of ann or 


faving the Cards? 


_ Anſwer, He is always to play from: the Suit of 

. which be has the feweſt in Number; becauſe, if he 
finds his Adverſary guarded there, che Poſſtbility is 

in his Favour that he is unguarded in the other 
Suit; and ſhould he play from the Suit of which 

he has the molt in Number, and finds his Adverſa- 
ry's Queen guarded; in that Caſe he henne Chance. 

ds ſave or win the Cards. | 

XIX. If the elder Hand is ſure to maitke the 

* Cards equal, by playing them in any particular 
Manner, and is advanced before his Adverſary in the 

Game, he is not to riſk the loſing of them; but if 


his Adverſary is greatly before him, in that Caſe it 


is his Intereſt to riſk the loſing of the Cards, in Ex- 


pe ctation of winning them. 


CHAP. II. 


WY 5 1 RulLzs and TRY | 
J. GU PPOSE you are elder Hand, and that 


you have dealt you a Qert- major, with the 
Seven-and — of — che King and Ten of , 


A 3 Diamonds, 


— 


Wat! 
. 


5 
1 


— 
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Diamonds, the King and Nine of lege, with the 8 
Ten and Nine of Spades. 
Query. W hether you are to leave a Card, by 2 
carrying the Quart major and two more of the fame 
Suit for the Point, with two other Kings; or to 
throw out one Card of your Point ? 

Anſwer. If you throw out one Card of your 
Point, there is a poſſibility that you reckon only five J 
Points, and that your Adverſary may win the Cards l¼t *« 

dy which Event he gets eleven Points, beſides his | 
three Aces, &c, which gives you a bad Chance | 
or the Game: But by leaving a Card, and admit- 
ſing that one Card of Conſequence lies in the five 
Cards which you are intitled to take in, it follows, 
that you have four Chances to one againſt leaving 
that Card, and conſequently it is your Intereſt io 
leave a Card; ; the Odds are alſo greatly in your 
| Fayour, that you take in ſome one of the follov-- 
ing Cards in four Cards, viz. there are two to your ro 
Point, thiee Aces, and one King. | - 
II. If you ſhould happen to have the Ace, Kine, 
and four ſmall Cards of any Suit, with two other 
Kings, and no great Suits againſt you, the like Me- 
thod of the former Caſe may be practiſed. , 
III. Suppoſe you ſhould have the King, Queen, |} 
and four of the ſmalleſt Clubs, the King and Queen 
of Diamonds, the Ace and Knave of Hearts, and 
King and Nine of Spades, . 
Query. How are you to diſcard, with a Probabi- - 
lity of making the moſt Points? 2 
Anſwer. You are to throw out the Queen ac 
four ſmall Clubs, and to carry three entire Suits, 
with the King of Clubs; for this Reaſon, becauſe 
the Chance for your taking in the fourth King, is 
exactly the ſame as the Chance of taking in ite 
Ace of Clubs ; in either of which Caſes it is three 
to one againſt you: But if you fail of taking in the 
fourth ings by diſcarding thus, you have a fair 
4 Chance 


4 Treatiſe on rid 1. 5 * 


Chance to win the Cards, which will probably 
make twenty-two Points Difference. But ſhould 
you diſcard with an Expectation of taking in the 
Ace of Clubs, and ſhould happen to fail, you be- 
ing obliged to throw out ſome of your great Cards, 
you would have a very diſtant Chance of either 
: emmy or winning the Cards. 
IV. Suppoſe you ſhould have the King een 
. of Clubs, a Terce-major in Diamonds, Queen and 
: 8 of Hearts, and a Vun from the Knave 1 in 
Spades. 
Query. How are you to dilcard wich a Probabili: 
ty of making the moſt Points? 

Arſwer. You are to throw out the Quint to 2 
| Knave in Spades, in order to make the möõſt Points; - 
becauſe, let us admit that your Quint i is good for e- 
very thing after you have taken in, you in that Caſe 

only ſcore nineteen Points, if you carry it, and you 
Probably give the Cards up, and alſo the Chance of 
a Quatorze of Queens, beſides a great Number of 
Points in Play; and conſequently, by carrying the 
Quint, you would diſcard to a great Diſadvantage. 
V. Suppoſe you have the King, Queen, Seven, 
Eight, and Nine of Clubs; the Queen and Knave 
of Diamonds; the Queen, Ten, and Nine of - 
T Hints with the Ace and Nine of Spades.” 
| Query. How are you to diſcard ? - 
An ſwer. You are to difcard the King, Seven: + 
Eight, and Nine of Clubs, and the Nine of Spades, 
by which means you do not only go for three Suits, - 
but you have the ſame Chance for taking in tlie 
fourth Queen as you would have to take in the Ace 
of Clubs: Beſides, the Probability of winning the 
Cards 1s greatly i in your Favour by this Method of 
diſcarding. 

VI. Suppoſe you have the Queen, Ten, Nine, 

Elght, and Seven of Clubs; the Knave and * 
= 1 | 


v7 — 
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"of Diamonds; the King, Queen, and Knave of | 
Hearts, with the Ace and Nine of Was 


Query. How are you to diſcard? _ 

Anſwer, You are io diſcard the five Clubs; be- 
cauſe it is three to one that you do not take in the 
Knave of Clubs, and the carrying three entire 
Suits gives you a fairer Chance to ſcore more 


Points. 


VII. Suppoſe you have the Ace, Ouoen, 1 


| Knave of Clubs; the King, Queen, and Knave of 
Diamonds; the Queen and Knave of Hearts, with 
the Ten, Nine Eight, and Seven of Spades. 2 


Query. How are you to diſcard? : 
Anſwer, You are to diſcard the Ace of Clubs 


Y and the four Spades, becauſe it is only five to four 
but that you take in a Queen or a Knave : It is alſo 
about three to two that you take in an Ace; You 

| have alſo three Cards to your Terce to a King to 

take in, viz. the Ace and Ten, or the Ten and 
Nine, to make you a Quint; all which Circum 
ſtances conſidered, you have a fair Probability of 
making a great Game; whereas if you ſhould leave 

2 Card, by throwing out the four Spades only, you 
run the Riſk of leaving one of the following Cards, 

_ viz, the King of Clubs, the Ace of Diamonds, the 
Ace, Queen, or Knave of Spades; in any of which 


Caſes you would probably loſe more Points than by 


_ throwing out the Ace of Clubs ; and if you ſhould 

carry two Suits, v/z. three Clubs, three Diamonds, ) 
and the Queen of Hearts, you run the Riſk of 

5 | 4p out fourteen Points ; ; and it is only five to 


our againſt your taking in a Queen or a Knave, 


and therefore you would diſcard to a great Diſad- 
vantage. 


VIII. Suppoſe you have the King, Queen, and 


Ten of a Suit, and that your Adverſary has the Ace, 
| Knave, and one ſmall Card of that Suit; ; and that 


BP 
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pes have only thoſe three Cards left, and you are to 
make three Points of them. | | 
Query. What Cards are you to Play! ? 
Anſwer, You are to play the Ten. 
| IX. Suppoſe you have the Ace, Queen, Ten, 
and Nine " Clubs ; alſo the King, Queen, Ten, 
1 and Nine of Diamonds. 
Query. Which of theſe Suits are you to carry, 
in order to have the faireſt n of ab, 
the greateſt Number of Points ? 

Anſwer. You are to carry the King, Queen, ö 
Ten, and Nine of Diamonds, becauſe the Chance 
of taking in the Ace of Diamonds is exactly equal” 
to that of taking in the King of Clubs; and alſo 

the Chance of taking in the Knave of Diamonds | 
is equal to that of taking in the Knave of Clubs; 
by which manner of diſcarding, you have a Proba- 
| bility of ſcoring fifteen Points for your Quint in 
Diamonds inſtead of four Points for the Vart in 
Clubs, and the Chance for winning in Cards is bet- 
ter, becauſe by taking in the Ace of Diamonds you 
have ſeven Tricks certain, which cannot happen 6 
by taking in the King of Clubs. 

X. Suppoſe you have four Aces, and two Kings | 
dealt you younger Hand, in order to capot the ei- 
der Hand, you are to make a deep Diſcard, ſuch as 

the Queen, Ten, and eight of a Suit; by which 
means, if you happen not to take in any Card 
to ſuch Suit, you may probably capot the Adver- 
 fary. BE 
NE Suppoſe, elder Hand, that you have the 
Ace, Queen, Seven, Eight, and Nine of Clubs; 
alſo the Ace; Knave, Seven, Eight, and Nine of 
Diamonds, | mh 
Query. Which Suit are you to carry, in order to 
make the moſt Points ? 
Anfoer. You are to carry the Ace, Knave, Se- 
ven, Eight, and Nine of Diamonds, becauſe the 
Ag taking 


7 1 
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: taking in the King of Diamonds is equal. to the tak- 


ing in of the King of Clubs, and conſequently as 
good for winning the Cards; but you have the 


Chance of taking in the Ten of Diamonds to make 
you fifteen Points, which Event cannot happen by 
taking in any one certain Card in Clubs. 

XII. Suppoſe, elder Hand, that you have the 


Ace, Queen, Seven, Eight, and Ten of Clubs; 
_ alſo the Ace, Knave, Seven, Eight, and Ten 5 
Diamonds. 


Query. Which Suit 1 Is beſt to carry * Y 
nſwer. You are to carry the Ace, Knave, Se- : 


i ven, Eight, and Ten of Diamonds, becauſe the 
Chance of taking in the King of Diamonds is equal 


to the Chance of taking in the King of Clubs, and : 


conſequently as good for winning the Cards; but 
you have an additional Chance of taking in the 
Nine of Diamonds to make you fifteen Points, 


which Event cannot happen by taking in any one 


certain Card in Clubs. 


XIII. Suppoſe you have theAce, . 1 


two more of a Suit; alſo the Ace, Queen, and Ten 


of another Suit only. And let us ſuppoſe, that your 


Adverſary has ſhewn ſix Cards for his Point; ſup- 
pus the Ace, Queen, and four ſmall ones. ; and 


ppoſe you are guarded in that Suit; as ſoon as Ss 
you have the Lead, you are to play from the Suit 


of which you have the fewelt in Number, becauſe 
if he is guarded in that Suit, he is probably un- 
| guarded in the other Suit; but ſhould you begin 


with the Suit of which you have the moſt in Num- 
ber, if he happens to be guarded there, you have 


then no Chance to win the Cards; which may 


prove otherwiſe, if you begin with the Suit of 
which you have the feweſt in Number. If he is 
guarded in both Suits, you have no Chance to win 
the Cards, ET, ” | 

c H A Pu 
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CHAP. mW. 


game e mne lth 3 certain 
bow to dt iſcard well any Hand. 


= ki HE Chance of an elder Hand's taking i in 
55 one certain Card is 3 to 1 againſt him. 
II. That of his taking two certain Cards i is 18 to 
1 againſt him. 
III. I would know what are the Odds that a an 4. _ 
; der Hand takes in four Aces? | 
Anſwer,” That he takes 1 are bu. * bim 


id e 3 908 00 1-: 

At leaſt 3 of them is about _ „ 

„„ 3-00-04; 
1 of them $0 


IV. If an elder Hand has: one Ace dealt i. | 
what are the Odds that he takes in the other three? 
Anſwer. That he takes? againſt him, lor bim. 
in the eee 113 to 1 
Ar leaſt 2 of them about 6 „to x 

1 Of them „„ 3 N 

V. If an elder Hand has two Aces dealt bim, : 

what are the Odds that he takes in the other two? 

| Anſwer. That he takes. Againſt him. * "NY 
in the other 2 Aces is c 18 I: 
At leaſt - 1 of them is 3 
near 5 to 4 in him, Fe 

0—— 33 

VI. In cats th elder” Hand has two Aces and #2 
two Kings dealt him, what are the Odds, that he 


takes in either the two Aces or two Kings remain- 
ing? | 1 


to 17 : 


= 


| 2gaialt . for lim. 
n It is hon _— 1 10 2 


VII. Elder Hand en neither Hes nor King 
_ Goals 5 
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dealt him, what is his Chance to take in | both: x an 


— and a King in 2, 3, 4, or five Card? 
_ againſt bir. for him. 


Anſwer. In 2 Cards is about . 
In 3 Cards V 
In 4 Cards e 
In ͤ5 Cards | 33 0 1 


. vi. What are the Odds that a — — 
takes in two certain Cards! . 


againſt him. "hou TY | 


Anſwer. 1 „ eee 


What are the Odds that a younger Hand takes | in 


- three certain Cards 2 


PTY kink” "for n m. . 


e „„ BEG. b0- 


IX. The younger "Had having no Ace deal | 


King what Chance has he for his taking one? 


again him. for him. 8 


Anſwer. Y is : | | ns YT” Bo 29 


X. If the younger Hand has one Ace dealt him, 
what are the Odds of his taking 1 in one or two o of — 


the three remaining Aces: 


Anſwer, That he takes } agaioſt him. for him. 


in two of them is about 21 10 1 
At leaſt one of them 3 0 2 


XI. What are the Odds, that the younger Hand 


takes in one certain Card? 


_ Anſwer. That he does 5 agaioſ bim. for bim. 5 
not take it in, is 


17 to 3 
What! is the Odds of a Quart- "Blonch'# 


againſt bim. Ow 25 


Anſwer, : bs 1791 i 1 
CRAP. W. 


An EXPLANATION and APPLICATION f the fore- 
going CALCULATIONS. 


. A by the firſt Calculation it is three to one, 


one 


\ that — — you do not take in 


n 
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one certain Card; you have, therefore, a better 
Chance of advancing your Game, by carrying two 
Suits for Points and the Cards, chan by aiming at 


Duatorze of Queens, Knaves, or Tens. 
IT. Second Calculation ; to take in two certain 


Cards elder Hand, is eighteen to one againſt you. 


Therefore ſuppoſe you have a Qyart-major, and 


two other Aces dealt you, the Odds that you do 
not take in the Ten to your Quart-major, and the 
other Ace, is eighteen to one againſt you; but that 
you take in one of them, is only twenty-one to ſe- 


venteen againſt you. And ſuppoſe you have three 


Aces and three Kings dealt you, the Odds are eigh- 8 5 
teen to one againſt you, taking | in the other Ace and 
the other King; yet it is not much above five to 

four but that you take in one of them. This Ex- 


_ ample ſhews, how you are to diſcard i in | Caſes of the 
like Nature. 


III. The Odds of x in four certain n Catdy: 
as four Aces, Sc. being nine hundred and fixty- 
eight to one by the third Calculation, 1 is ſo great a 


Chance of not ſucceeding, that it is ſcarce worth 
further Notice. 


But to take in three Cards out 4 any four certain 


-Gurds, elder Hand, is only thirty-three, to one a- 


gainlt you: © 
ExAMPLE. 
_ Supp oſe you hom two Aces and two n dealt 


you, the Odds of taking three of them out of four 
certain Cards, ſuch as two Kings and one Ace, or 
two Aces and a King, are ony thirty-three to one 
_ againſt you. | 3 
But ſuppoſe you ſhould want to take in any two 

out of four certain Cards, ſuch as the Queen of 

Clubs, the Ten of Diamonds, the Ace of Spades, 


and Knave of Hearts, being elder Hand, it appears 


by the Calculation to be three to one againſt you; 


and 


* 
; . . x 
* 2 
- — 2 — —— — + - - — — _ — — — nt * — 5 _ - 0 ” = 
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2 <> * 1 * — —— 4 — at" om — — 7 1 — 2222 — — — — webs => — — —— — — — = 7 
— __ - © — — N Co - 3 8 2 — 2 2 ” 2 3 — — — = . o — 2 - 
« — — — — cn © genres door ron OE Spa oY — — —————— port — ang ant x, 5, = : — — 4 — = — Q —— 
- 2 — ——— 2 — 5 206 2 — rr 2 ä —— -* xx 252 = Pd: or . ern A —— — Lg — 4 7 8 ro = <= — —ñ ¶ 
8 . AJ — In — nao Mets >= . — FI? = - : —< > — RFI — - 4 — 
reer 2 — ** 1 p — 1 * ST. * * Err * ? - nn OO n — 


14 N Treatiſe on Pidg v. 


and the Odds are the ſame for any 1wo'out of bur 
certain Cards. 
But if, being elder Hand, ' you” only want one 
Card out of four, the Odds are five to two in your 


Favour, that you: take it in. Therefore, if you 


have four Tens, or any inferior Quatorze dealt you, 


and no Ace, it is great Odds in your Favour that, 
| being elder Hand, you take in one Ace, and ought : 
to play your Game accordingly, But you muſt al- - 
ways conſider the Diſadvantage either of loſing the 
Cards, or even the Riſk of a Capot which you run 
the Hazard of, by fpoiling your Hand, with 8 . 
5 four Tens when they are not good, 


— 


IV. By the fourth Calculation; if you haue one 


one. 
As 5 Ex AM PL. 


You have a Quart from a King, at two Kings 
more dealt you, as it is three to two that you take 
in either Ace or Nine to your Quart to the King, 


or the fourth King, as you have the Chance of 


your Game mult indeed be very deſperate, if you at- 


tempt to diſcard to that Purpoſe. The Chance of 
taking in three certain Cards being one hundred and 
- thirteen to one, is a very diſtant Chance, yet even 
ſuch does happen ſomelimes, but ought never to be 


ventured 


1 Ace dealt you, it is one hundred and thirteen to one, 
that you do not take in the three others; forty-nine 
to eight, or about fix to one, that you do not take - 
in two out of the three; but that you take in one 
out of the three, is about three to two in your Fa- 
vour, or one hundred and thirty- ſeven to ninety- 15 


reck' ning fourteen or fifteen Points by this Method 
ol diſcarding: You ought to play accordingly, and 
this Method ſhews you how to play any Hand of the : 
| like Sort, ; 
But if you ſhould diſcard, with an FxpeRation of 
taking in two Cards out of theas cerigia Cards, the 
Odds againſt ſuch an Event being above ſix to one; 
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ventured upon, but when a Man has no > other Re- 


ſource in the Game. 
V. The fifth Calculation is, thatif you have two 


Aces dealt you, it is eighteen to one that you do 


not take in the two other Aces; but only ſeventeen 
to twenty one that you take in one of them: Let us 
illuſtrate the uſe of this by an Example; ſuppoſe 


you have a Duart-major dealt you, and a Quart to a 
King, and that you are greatly behind your Ad ver- 


ſary in the Game: To take in the Ten to your 


| Quart-major is three to one againſt you; but to 
take in the Ace or Nine to your Quart to the King, | 


is only about five to four againſt you. 


Alſo by the ſame Rule, ſuppoſe you have three 
f Kings and three Queens dealt you, the odds of your 
taking in both a King and a Queen are eighteen to 

one againſt you; but that of your taking one of ; 


: them, is only five to four againft you. 


All other Caſes of the like Nature may be it 


caided by this Method of Calculation. 
VI. As, by the fixth Calculation, it is ſeventeen 


to two that you do not take in two certain Cards 
out of four, ſuch as two Kings, two Queens, c. 
You muſt not, thereſore, confound this with the 
third Calculation, where the Odds are not above 
three to one that you take in two Cards out of the 8 


four. 


I. Having neither an 3 nor a King * you, 0 
' what are the Odds of your taking in both an Ace 
and a King in 999 * in three, in four, or in five 


Cards 2 


Anſwer, To take in an Ace and a King. 
5 againſt you. for you 
In 2 Cards is about „ 40-43: 
In 3 Cards SIC : to 1 
In 4 Cards to 5 
In 5 Cards 33 to 31 


Tou 
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Vou may obſerve, by the foregoing Calculation, 5 


what are the Odds of taking in two, three, four, 

or five Cards out of any eight certain Cards, and 
conſequently diſcard to the greateſt Advantage. 
The foregaing Calculation 1s either for the elder 
or younger Hand. | | 
EXAMPLE, | a 

Let us ſuppoſe the younger Hand to have two 
Quatorze againſt him, he may obſerve that it is 
not above four to one but that he takes in one of 

_ each of them. The like Rule may ſerve for any 
other eight certain Cards, 
VIII. As by the eighth Calculation it is fixey- 
| two to one that the younger Hand does not take in 
two certain Cards, which Event happening, he 
_ ought not therefore to run the Hazard of fo great a 
Chance, but when his Game is deſperate, and does 
not promiſe him another Deal. | 

IX. By the ninth Calculation, as it is twenty. 
nine to twenty-eight that the younger Hand takes 
in one Ace, having none dealt him: The Calcula- 
tion is the ſame for any Card out of four certain 
Cards. „„ 

5 5 "hs for 1 | 

Suppoſe you have two Quaris dealt you from the 
King or Queen of any Suit, it is the ſame Odds of 
twenty-nine to twenty-eight, but that you take in 
a Card to make one of them a Quint, and therefore : 
you are to diſcard accordingly. N | 
As alſo, that you take in either Ace, King, 
| Queen, Knave, of any one Suit, when a Mique" or © 
; A Repique is againſt you. 
X. The Tenth Calculation i is, that if 1 younger 
Hand has one Ace dealt him, it is twenty one to one 
that he does not take in two Aces, and about three 
to two that he does not take in one of them; which 
Caleulation holds good in the taking in any three 
other certain Cards. Therefore for Erample, let 
— —- us 


z "op in e Caſes. 


5 four Spades, and to leave a Card; and by taking in 


8 of Spades: 


: | 
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us pole that as it is but three to two againſt the 
younger Hand's taking one Card out of three to ſave 
a Pique, or a Repique, it would generally be rec- 
koned good Play either to throw one from his 
Point, or diſcard a King, Sc. for the Event of ſuch 
a Chance. | 

XI. By the eleventh Calculation it is ſeventeen 
to three younger Hand, againſt your taking in any 


one certain Card; therefore, the Odds of not ſuc- 


cCeeding in this Caſe are ſo greatly againſt you, that 
it ought not io be attempted, eſpecially if the win- 
ning or ſaving the Cards is riſked by fo 1 ex= 


CHAP, 3; 


: CASES of Coxtoury and lrernve rio. | 


L [I PPO SE you are younger Hand, and that 
| ou have the Queen, Knave, Seven, Eight, 
85 and Nine of Clubs; alſo the Seven, and Eight of 
Diamonds, the eee of Hearts, and the Ten, Nine, 
Eight and Seven of Spades; : and that the elder 
Hand has left a Card: SE 
Query. How are you to diſcard, to put it in the 
Power of the Cards to repique the elder Hand? 
Anſwer. You are to carry the five Clubs and the 


the Ace, King, and Ten of Clubs, you Fepigue your 
. bY 

II. Suppoſe you ave eight Clubs, the Ace and 
| King of Diamonds, the Ace of Hearts, and the Ace 


Query. Whether you repique the younger Hand, a 


or not? 


Anſwer. The younger Hand may have a Quart- 5 


Blanche, by having three Qyarts from a Ten, which 
255 reckons firſt ; and therefore he 1 is not repiqued. 


III. 
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III. What is the. higheſt Number to be. made o 
4 Pique? Ne 

Anſwer, Eighty: two Points. 

What are the Cards which compoſe that Nom- 
ber ? 

Anſwer. A dernier in Clubs, a Quart ma- 
jor in Diamonds, Ace, King, and Ten of Hearts, 
with the Ace of Spades. : 

This is only upon Suppoſition that the Ari. 
major is good for every thing. 1 

IV. What is the _ Number to be made of 


| 55 a Repique and Capot? 


Anſwer, A hundred and ſeventy Points, 5 
What are the Cards which compoſe that Num- 
bar? 
Anſwer, The four Mane e, which are e ſup- ö 
. poſe to be good for every thing. 
V. Suppoſe you are. elder Hana and that you 
want eight Points of the Game, and' that the youn- 
ger Hand wants twenty-three Points; and ſuppoſe 
you have. dealt you the Ace, King and Queen of 
Clubs ; the Ace, King, and Ten of Diamonds; the 
Ace, Knave and Nine: of Hearts; the Knave, Nine, hs 
and Seven of Spades: 

Query. How are you to diſcard to prevent any 
Poſſibility of the younger Hand's making twenty 
three ns, and he is not to reckon * Carte 


blanche ? - £ 
| Anſuer. Von are to diſcard the King and Queer: 


| of Clubs, and the Knave, Nine, and Seven of 


Spades; by which Method of diſcarding you are 
certain to make eight Points, before the younger. 
Hand can make twenty-three Points. 

VI. Suppoſe you have the Ace, Queen, and 
Knave of Clubs, with the King and Ten of Dia- 
monds; and ſuppoſe your Adverſary has the Ace, 
Queen, and. Knave of Digmonts, and the King and 


Tem. 


” next Game. 
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Ten of Clubs, your Adverſary being to lead, is to 

make five Points, or to loſe the Game. _ 
Query. How ſhall you play to prevent him from 

making five Points? | 
Anſwer. When he plays his Ace of Clubs, you 


are to play your King of Clubs; by which means 
he can make only four Points. 


VII. A and B play a Partie at Piquet. 

They are one Game each of the Partie. 
A has it in his Power to win the ſecond Game; 
but then he is younger Hand at the Beginning of the 


A has it alſo in his Power to rockin only ninety⸗ 
nine Points of the ſecone Game, and _ is to be ſe- 
1 1 8 
Query. Whathai it is 48 [atereſt to win the fo” | 
: cond Game or not? i 
Anſwer. It is A's Intereſt to win the ſecond 

Game, in the Proportion of fourteen to thirteen in 
his Favour. | 


E H AF. VI. 


bone Compurarions for. PTE Meney at the 
Game at Piquet. e 


7 L TT is Gas to FIN that the eldeſt Hand win the 
| Game. | 


* It is about two to one that the eldeſt Hand 
does not lurch the younger Hand. _ 


III. It i is near four to one that the younger Hand Y 
does not lurch the elger Hand. | 


Suppoſe A aud B make a Partie at 1 


I. A has the Hand ; what” 8 the Odds that A wins 

the Partie ? 
Anſwer. It is about tu. 8 to twenty. 
II. it 4 has one Game, and 5 one Game, he 
who 
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Who i is eldeſt Hand has above five to fous 10 win 
the Partie. | 
III. If A has two Games Love, before they'« cut- 
ſor the Deal, the Odds are above four to one that 
he wins the Partie. 

IV. If. A has two Games Love, and A has the 


Hand, the Odds are about five to one that he wins 


the Partie. | 
V. If B ties the Hand when A is two Kon: the 
Odds 1 in Favour of 4 are about th rec and a half to 


VI. If A has two 8 ai B one, before ey 
cut, the Odds in favour of A are above two to one. 
PII. If 4 has the Hand and two Games to one, | 
the Odds are about eleven to four. : 
VIII. If K has the Hand, when A is two Games 

| to one, the Odds 1n favour of A is about nine to five: 25 
IX. If A is one Game Love, and elder Hand, the 

| Odds in Favour of A is about ſeventeen to ſeven. 


X. If 4 is one Game Love, and younger Hand 5 


5 the Odor 1 in Favour of A is about two to one. 
| Laws of as Game at \Piquet, 


L.' 1 E elder Hand. is obliged to lay out one | 
5 Card. 
1k If the elder Hand takes in one of the thiles: 
/ Cards which belongs to the younger- Hand, he loſes 5 

the Game. . 
III. If the elder Hand, in taking his 80 Cards,. 5 
ſhould happen to turn up a. Card belonging to the 
young er Hand, he is to reckon nothing that Deal. 
W If che elder or younger Hand play with thir- 
teen en Cards, he counts nothing. 


v. 
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V. If the elder Hand has thirteen Cards dealt 
him, it is in his Option whether he will ſtand the 
Deal or not; and if he chuſes to ſtand the Deal, he 
is to ene, it, and-to diſcard five Cards, and to 
take in four only. | 
VI. If the elder or younger Hand reckons what 
they have not; they count nothing. 

VII. If the elder Hand touches the Stock after | 

he has diſcarded, he cannot alter his Diſcard. 

VIII. IF Card is faced, and it happens to be dif. 
covered either in dealing, or in the Stock, there 
muſt be a new Deal, unleſs it be the bottom Card. 

IX. It the Dealer turns up a Card in dealing, be- 
_ longing to the elder Hand, it is in the ee of the 
elder Hand to have a new Deal. 

X. If the younger Hand takes in five Cards, f it is 15 
"the Lok of the Game, unleſs the elder Hand has 
left two Cards. 5 j 

XI. If the elder Hand calls for:y-ome for his 
Point, which happens to be a Hart- major, and is 
allowed to be good, and only reckons four for it, 
and plays away, in this Caſe he is not intitled to 
count more. 

XII. If the. elder Hand ſhews a | Point, or Quart, 
or Terce, and aſks if they are good, and afterwards 
forgets to reckon any of them, it bars the younger 

Hand from reckoning any of equal Valne, 

XIII. Carte-blanche counts firſt, and conſequently 
faves Piques and Repiques : It. alſo piques and re- 
piques the Adverfary in the fame manner, as R 
thoſe Points were reckoned in any other way. | 

XIV. Carte-blanche reckons before any thing 

elſe; but need not be ſhewn till the Adverſary has 

firſt diſcarded ; only if you are eldeſt Hand, you 
muſt bid the younger Hand to diſcard for Carte- 
n which after he has done, you ſhew your 

e | Blanche 
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Blancbe by eee your Cards down one after 2 
another. | 
XV. You are to cut two Cards at | the leaſt. 
XVI. If you call a Point, and do not ſhew it, 
you reckon nothing for it; and the younger Hand 
may ſhew, and reckon his Point. 
XVII. If you play with eleven Cares, or fewer, 
no Penalty attends it. 
XVIII. If the elder Hand leavers Card, and after 
he has taken in, he happens to put to his Diſcard 
the four Cards taken in, they muſt remain with his 
| Diſcard, and he only play with eight Cards, viz. 
_ thoſe added to his Diſcard. 
XIX. If the younger Hand leaves a Card dr 
Cards, and mixes it With his Diſcard before he has 
ſhewn it to the elder Hand, who is firſt to tell him 


what he will play, the elder Hand is entitled to ſce 
his whole Diſcard. 


XX. If the younger Hand leaves a Card or b Cards, 5 


and does not ſee them, nor mixes them to his Diſ- 
card, the eldeſt Hand has no Right to ſee them; 


but then they muſt remain ſeparate whilft the Cards 
are playing, and the younger Hand cannot look at 


them neither all that while. 
XXI. If the younger Hand hens a Card or 
Cards, and looks at them, the elder Hand is intit- 
Ted to ſee them, firſt declaring what Suit he will 
XXI. If the Dealer deals a Card too many « or 
too few, it is in the Option of the elder Hand to have 
a new Deal; but if he ſtands the Deal, he muſt leave 
three Cards for the younger Hand. 
XXIII. You are in the firſt Place to call your 
Point; and if you have two Points, if you deſign 
= reckon the higheſt, you are to call that firſt, and 
are to abide by your firſt Call, 


XXIV. 


- 
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„ XXIV. You are to call your Terces, Quartt, 
Angues, &c. next; and to call the higheſt of them 
in caſe you deſign to reck: n them. 
VXVuV. You are to call a Dvuatorze, preferable to 
three Aces, Fc. if you deſign to reckon them. 
XXVI. If you call a Terce, having a Qxart in 
out Hand, you muſt abide by 285 firſt Call. | 
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" Nulet one" Obſervations 


Some RULES. and OBS ERVA- 


11 8 Ns for playing well at CHESS. 
I. you ought to move your Pawns before you 


{tir your Pieces, and afterwards to bring out 


your Pieces to ſupport them ; ; therefore the Kings, 
Queens, and Biſhops Pawns ſhould be the firſt 

played, in order to open your Game well. 
II. You are not, therefore, to play out any of 8 


E. Pieces early in the Game, becauſe you there- 
y loſe Moves, in caſe your Adverſary has it in his 


Power, by playing a Pawn upon them, to make 
them retire, and alſo opens his Game at the ſame _ 
time, eſpecially avoid playing your Queen out, 'till 


your Game is tolerably well opened. 

III. Avoid giving uſeleſs Checks, and never give | 
any, unleſs you thereby gain ſome Advantage, be- 
cauſe you may loſe the Move if he can either take 


or drive your Piece away. 


IV. Never crowd your Game by having too many 


Pieces together, for ſcar of choking up. your Paſlage 


ſo as to hinder your advancing or retreating your 
Men as Occaſion may require. 
V. If your Game happens to be crowded; endea- 


vour to free it by making Exchanges of Pieces or 
Pawns, and Caſtle your King as ſoon as you con- 
veniently can. 


VI. Endeavour to crowd the Adverſ. ary's Game, 


which is to be done thus; when he plays out his 
Pieces before he does his "Ag you are to attack 


them as ſoon as you can with your Pawns, by which 


you make him loſe Moves, and conſequently crowd 
him. 


VII. Never attack the Adverſary* s King a 


A ſufficient Force; and if he attacks your King, and 


you 


for playing at CHES 8. 25 
you have it not in your Power to attack hu, you are 
to offer Exchanges with him; and if he retires, 
| when you preſent a Piece to exchange, he may loſe 


a Move, and conſequently you gain an Advantage. 


VIII. Play your Men in ſo good Guard of one 


another, that if any Man you advance be taken, the 
adverſe Piece may alſo be taken by that which 
guarded yours; and for this Purpoſe, be ſure to have 


as many Guards to your Piece, as you ſee your Ad- 

verſary advances Pieces upon it; and if you can, let 
them be of leſs Value than thoſe he afſails with. Bo 
you find that you can't well ſupport your Piece, ſee 
if by attacking one of his that is better, or as good, . 


whether you can't thereby ſave yours. 


IX. Never make an Attack but ne wilt pre- | 
pared for it; nor give uſeleſs Checks, for thereby 


you open your Ad verſary's Game, and make him 


ready prepared to pour in a ſtrong Attack upon 2 


as ſoon as your weak one is over. 


X. Never play any Man' till you have examined 9 
5 whether you are free from Danger by your Adverſa- 


ry's laſt Move; nor offer to attack till you have conſi- 


dered what Harm he would be able to do you by his 
next Moves in conſequence of your's ; that you 


| may prevent his Deſigns, if Aeli before it be | 
too late. | 


Xl. When your Attack is in a proſperous Way, 
never be diverted from purſuing your Scheme (if 
poſſible) on, to giving him Mate, by taking any 
Piece, or other Advantage your Adverſary may pur- 
poſely throw in your Way, with the Intent, that 
by your taking that Bait, he might gain a Move that 
would make your Deſign miſcarry. 

XII. When you are purſuing a well-laid Attack, 
but find it neceſſary to force your Way through 
your Aderiary's Defence, with the Loſs of ſome 
Pieces; if upon counting as many Moves forwards 
as you can, you find a Proſpect of Succeſs, ruſh on 
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26 Rules and Obſervations : 
| boldly, and ſacrifice a Piece or two to gain your 


End: Theſe bold Attempts make the fineſt Games. 
| XIII. Never let your Queen ſtand ſo before your 
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King, as that your Adverſary, by bringing a Rook 
or a Biſhop, might check your King, if ſhe were 
not there, for you might hardly chance to ſave her. 
XIV. Let not your Adverſary's Knight (eſpe- 
cially if duly guarded) come to check your Kirg 
and Queen, or your King and Rook, or your Queen 
and Rook, or your two Rooks, at the ſame time; 
for-in the two firſt Caſes, the King being forced to 
go out of Check, the Queen or the Rook muſt be 


loſt; and in the two laſt Caſes, A Rook ur be 9 


Joſt, at beſt for a worſe Piece. 1 
VV. Take care that no guarded Pawn of your 
Adverſary's fork two of your Pieces. 8 
XVI. When the Kings have caſtled on kücherent | 

Sides of the Board, the Adverſary muſt advance upon 
the other King the Pawns he has on that Side of 

the Board, taking care to bring his Pieces, eſpeci- 
ally his Queen and Rooks, to ſupport them ; ; and 


the King that has caſtled, is not to. ſtir his three 8 


Pawns till forced to it. 
XVII. In playing the Game, e to > have 
a Move, as it were in Ambuſcade; what is meant 
by it, 1s to place the Queen, Biſhop, or Rook be- 
hind a Pawn, or a Piece in ſuch a Manner, as that 
upon playing that Pawn, or Piece, you diſcover a a 
Check upon your Adverſary's King, and conſe- 
quently may often get a TO or ſome other Ad- 
vantage by it. 
VXVIII. Never guard an facies Piece with ” Þ 
better, if you can do it with a Pawn, becauſe that 
better Piece may in that caſe be, as it were, out of 
Play ; for the ſame Reaſon, you ought not to guard 
a Pawn with a Piece, if you have it in your Power 


to guard i it with a Pawn. 
XIX. 


%%% 


5 of the Lame, n only 2 Queen left in play, 
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XIX. A Pawn paſfed; and well ſupported, often 


ut the Adverſary a Piece. And if you play to 
vin the Game only, whenever you have gained a 


Pawn, or any other Advantage, and are not in Dan- 
ger of loiing the Move thereby, make as requene 


Exchanges of Pieces as you can. 


XX, If you have three Pawns each upon the 


* Board, and no Piece, and you have one of your _ 
| . Pawns on-one Side of the Board, and the other two: | 
on the other Side, and your Adverſary' s three Pawns 
are oppoſite to your two Pawns, march with your 


King, as ſoon as you can to take his Pawns, and if 


he goes with his King to ſupport them, go on to | 
Queen with your ſingie Pawn, and if he goes to 

hinder him, take his Pawns, and puſh the others to i 
Queen: This ſhews the Advantage of a paſs'd Pawn. 


XXI. At the latter End of a Game, each Party 


having only three or four Pawns on different Sides 
of the Board, the Kings are to endeavour to gain 
the Move in order to win the Game. For Example; 
if you bring your King oppoſite to your Adverſary's 
King, with only one Houle between You, you will 
have gained the Move. 


XXII. When your Adverſary has his King and 


one Pawn on the Board, and you have your King 
only, you will never loſe that Game, if you can 
bring your King to be oppoſite to your Adverſary's, 


when he is immediately either before, or an one 
Side of his Pawn, and there | is only one Houſe be- 


5 N the Kings. 


XXIII. When your Adverfary WY a Biſhop and 


one Pawn on the Rook's Line, and his Biſhop is 


not of the Colour that commands the Corner Houſe 


his Paw is going to, and you have only your King, 


if you can get into that Corner you cannot loſe that 


Same, but may win it by a Stale. 


XXIV. When you have greatly the Diſadvantage 


and 
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and. your King happens to be in the Poſition of > 
| Stale-Mate, keep giving Check to your Adverſary's 

King, always taking care not to check him where 
he can interpoſe any of his Pieces that makes the 
Stale; ſo doing, you will at laſt ſorce him to take 
your Queen, and then 2s win the Game, by being 
in a Stale-Mate. 
XXV. Never cover a Check with a Piece that 5 
a Paun puſh'd upon it may take, for fear of only 2 9 55 


getting that pawn for it. 


XXVI. Always take care that your Adverſary T 
| King has a Move, for fear of giving a Stale-Mate ; 
therefore don't crowd him up with your Fieces, 

leſt you. inadvertently give One. 5 


Explanations 
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Peplonation and 3 of 1 of the reg 5 
x ds ing Rules and Obſervations, : 


I. HET HER you * the open Game, 
J or the cloſe Game, be ſure you bring out 
all. your Pieces into play before you begin to at- 


tack; for if you don't, and your Adverſary does, 


you will always attack, or be attack'd, at a great 
Diſadvantage; this is fo. eſſential, that you had 
better forego an Advantage than deviate from it; 
and I may venture to pronounce, that no Perſon 
can ever play well at this Game, that does not put 
this Rule ſtrictly in Practice; and don't let any Bo- 
dy imagine, that theſe preparatory Motives are uſe- 
lleſs, becauſe he does not receive an immediate Ad- 
vantage from them; they are juſt as neceſſary, as 
it is at Whiſt, to deal thirteen Cards around before 
you begin to play. In order to bring out your 
Pieces properly, I would adviſe to puſh on your 


Pawns firſt, and ſupport. them - with your Pieces, 


and you will receive this Advantage from it, that 
your Game won't be crowded : I mean by this, that 
all your Pieces will be at Liberty to play and aſſiſt 

each other, and ſo co-operate towards obtaining 
your End; and this farther is to be obſerv'd, that 
either in your Attack, or Defence, you bring them ä 
out ſo as not to be drove back again. 


II. When you have brought out all your Pieces, | 


as I have premis'd, which you will have done very 
well, eſpecially if you have your Choice on which 

Side to caſtle (which I would always adviſe to do) 
would then pauſe a while, and conſider thorough- 


ly my own and my Adverſary's Game, and from 


his Situation, and obſerving where he is weakeſt, 1 
| would not only take my Reſolution where to caſte 5 


— l 
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39 
but likewiſe where to begin my Attack; and it 
ſtands to Reaſon, you can't do it in a better Place 
than where you are ſtrongeſt, and your Enemy 


ry from going to Queen. 
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weakeſt. By this Method 'tis very probable, that 
you will be able to break through your Adverſary's *' 
Game, in which Fray ſome Pieces muſt of courſe 


be exchanged But now pauſe again, and ſurvey 
both Games attentively, and don't let your Impe- 
tuoſity hurry you on too far with this firſt Succeſs ; 


and my Advice to you now 1n this critical JunQure 2 


mn (eſpecially if you ſtill find your Adverſary prety 

[1 ſtrong) is to rally your Men again, and put them 
in good Order for a ſecond or third Attack if need- 

ful, ſtill keeping your Men cloſe and connected to- 


gether, ſo as to be of Uſe to each other: For want 


of this Method, and a little Coolneſs, I have often 
ſeen an almoſt ſure Victory ſnatch'd out of a Play- _ 
er's Hands, and a total Overthrow enſue. But, if 
after all, you can't penetrate ſo far as to win the _ 
Game, nevertheleſs, by obſerving theſe Directions, 
T apprehend you may {till be very ſure of having a 


well-diſpoſed Game; and this brings me to the 


: third Part of the Game, which is the Concluſion. 
III. And now that I am come to the laſt Period 


of the Game, which abeunds alſo with Difficulties. 
and Niceties; it muſt be obſerv'd, where your 
Pawns are ſtrongeſt, beſt connected together, and 
neareſt to Queen; you . muſt likewiſe mind how 


your Adverſary's Pawns are diſpos'd, and in what 
Degree of Preterment they are; and compare theſe 
Things together, and if you find you can get to 
Queen before him, you muſt proceed without He- 
fitation ; if not, you muſt hurry on with your King 


to prevent him: I ſpeak now, as ſuppoſing all the 


Noblemen are gone; if not, they are to attend 


your Pawns, and likewiſe to prevent your. Adverſa- 


Some 
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Fend general Ru! LES, by 4vay of Corroboration and 


Cupplement to what has been nn ſaid. 


i I ON'T hs too much afraid of loſing a 


=. Rook for an inferior Piece: My Reaſon is 
this, altho' a Rook is better than any other, except 
the Queen, yet it ſeldom comes into play ſo as to 

operate until the End of the Game, and therefore 
itt happens very often, that 'tis better to have a l 
9 good Piece in play than a better out. 


II. When you have moved a Piece, ſo that your 


Adverſary drives you away with a Pawn, take it for 


granted (generally ſpeaking) that it is a bad Move, 


your Enemy gaining that double Advantage over 


you of advancing himſelf, and making you retire : 


I think this deſerves Attention; for altho' the firſt | 
Move may not be much between equal and good. 
Players, yet the Loſs of one or two more, after 


the firſt, makes the Game almoſt irretrievable. Al- 


ſo, if you deiend and can recover the Move or the 
Attack, (for they both go toner) you are in a 


fair Way of winning. 


III. If you make ſuch a Move. as has: having 


5 Liberty to play again, you can make nothing of it, 


take it for granted it is an exceeding bad one; * x 


at this nice Game no Move can be indifferent. 


IV. If your Game is ſuch, that you have ſcarce 
any thing to play, tis your own Fault, either for 
having brought out your Pieces wrong, or which 
is worſe, not at all; for if you have brought them 


out right, Jou muſt have Variety enough to play. 
V. Don't be too much afraid of doubling a Pawn, 


three Pawns together. are ſtrong, but four, that 
make a Square, with the Help of other Pieces well 
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; manag'd, make an invincible Strength, and proba- : 
bly, in time of Need, may produce you a Queen: 
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On the other Side, two Pawns with an Interval be- 
tween, are no better than one; and if imprudent- 


ly you ſhould have three over each other in a Line, 
your Game can't be in a worſe Situation: Examine 


this on the Table, and the Truth of it will ſtrike 


vou. Your Buſineſs, therefore, is to keep your 
Pavns cloſe cemented and connected together, and 


it muſt be great Strength on the other Side, that 
muſt overpower them. | 


VI. When a Piece is ſo attack'd chat you "nn 


ſave it, give it up, and beſtow your Thoughts how- 

_ to annoy your Enemy in another Place, whilſt he 

is taking it; for it very often happens, that whilſt 

your Adverſary is running madly after a Piece, you 


either get a Pawn or two, or ſuch a Situation 28 | 


ends in his Deſtruction. 


VII. Suppoſing your Queen and e Piece 


are attack'd at the ſame time, and that by removing 
| your Queen you mutt loſe your Piece; in this 


Caſe, if you can get two Pieces in exchange for 


your Queen, would adviſe you rather to do it, 
than retire; for obſerve, 'tis the difference of three 
Pieces, Which is more than the worth of a Queen; 


beſides that you keep your Game eatite, and pre- 
ſerve your Situation, which very often is better 


than a Piece; nay, rather than retire, I would give 


my Queen for a Piece and a Pawn or two, nay, al- 
for do but obſerve, a-. 
mongſt good Players, this one thing, (to convince 
you this Advice is not bad) that when the Attack 


and Defence is thoroughly form'd, and every thing 


prepar'd for the Storm, if he that plays firſt is ob- 
lig*d by the Ac of the Perſon that defends to re- 
tire, it generally ends in the Loſs of the Game of 


VIII. 


* Finn at CHES „„ 
vill. Don? t aim at changing without Reaſon; 
tis ſo far from being right, that a good Player will 
take this Advantage of it, that he will ſpoil your 
Situation and mend his own: But in theſe follow- 
ing Caſes tis quite right; when you are ſtrongeſt, 
eſpecially by a Piece, then every Time you change, 
your Advantage increaſes; this is ſo plain it needs 
no Argument: Again, when you have play'd a 
Piece, and your Adverſary oppoſes one to you, 


change directly, for it is plain he wants to remove 


1 1 


you; prevent him therefore, and don't 008 the” : 


IX. Every now and then I would have you caſt 
up your Game, and make the Balance, then take 


N your Meaſures accordingly. 


X. At the latter End of the Game eſpecially, re- 


member your King is a Capital Piece, and don't 


let him be idle; 'tis by his Means, generally, you 2 

get the Move and the Victory. 
Xl. Obſerve this alſo, that as the Queen, Rook, 
Biſhop operate at a diſtance, tis not always neceſſa- | 
Ty in your Attack, to have them near your Adver- | 
ſary's King; they do better at a diſtance, can't be 


5 drove away, and prevent a Stale-Mate. 


XII. When you have a Piece that you can take, 


Ty. and that can't eſcape you, don't be in a hurry ; ſee 


1 King. 


where you can make a good Move elſewhere, and 
take it at your leiſure. : 
XIII. 'Tis not always right, to take your Aer 
; ſary⸗ s Pawn with your King, for very often it hap- _ 
| Pens to bea 9 and Protection to your 


XIV. When you can take a Man with different 
Pieces, don't do it with the firſt that occurs, but 
_ conſider thoroughly with which you had beſt take 
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LAWS at CHESS. 


1 I you touch your | Man, you muſt play " 
and if you quit it you cannot recall it. 

II. If by Miſtake, or otherwiſe, you play a falſe 

Move, and your Adverſary takes no Notice of it 


till he hath play'd his next Move, neither of you - 
an recall iti. 


III. If you ie your Men, and bar two | 


; Moves, it lieth in your Adverſary' s Power or 
Choice whether he will permit you to begin the 
Same, or not. 
IV. If the Adverſary playeth or Sock 5 
Check to your King, and gives no Notice of it, u 


3 may let him ſtand ſo till he gives Notice. 


N After your King has moved, you cannot t Cal- 
tle. : 


End of the Games of PIQUET and CHESS. 


7” Q Mo * 


CHAP. 1. 


GE NERAL RuLes for Playing at Prayer. 
| 1 Page 1 
e 0 HA P. . 98 
oh Particular 7 pe for. Playing at Py Wer, with : 
5 ſeme Caszs added. „„ I 
* A P. 1 
| Conia Computations, directing with maral Certainiy 
_ bow to diſcard wwell any Hand. 1 3 
CHAP. IV. 
An en and APPLICATION of the fore- : 
going CALCULATIONS: FFV 
CH A P. V. 
CASES of Cuniosixx and INSTRUCTION. © 
| C: H A P. VI. 
| Home. CompuraTIONs for laying Money at the 
Game of Piguet Ts „„ 
, F vn. 
Laws of the Game « at Piquet. N 0. 


CHESS. 


CHESS 8 


: Pp R Tyſon for not playing out your Queen ear hy i in the 


ame. 5 Page 24 
Caution about taking a Queen, &. 26 | 

| Hou to take off Fork, 3 ibid. 
A Caution not to play any of the three Pawns before . 
Four King. ibid. 


5 How to gain the Move with your Ring only againſt 4 


King and a Pawn, e 
How to ſave , a Game againſt a Biſhop. and one Pawn, 
with your King ony)y. ibid. 
How to prevent your Atverſary from winning a 
| Game by a Stale, „ 
1 How is force a Kale. 28 
Howto mm the Loſs of a Piece when you are 
checked. ibi. 
M ben lo gain a nd Situations. os ibid. 


Explanations and Applications of PO! * the foregoing 5 
Rules and Obſervations. 2 


Some general Rules, ' a 0 
Laws at Cnkss. „ 


WF” ns * * 


* Me, HOYLE, 


AN 


3 


Towanps MAKING THE 


Do CTRINE 


oF 


E A $ Y to thoſe who underſtand Volcan 


— ARITHMETICK only. 


"OM which are added, 


Some Uſeful T A B L E 5 on | AnnurTiEs 


for Lav ns Sc. e. . 


N 


Printed for G. and A. 8 at the 


Angel and Bible in Dame-ftreet, 
M, DCC, LAT. | 


Err 


| RIGHT HONOURABLE 


EARL of EGMONT. 


My Lono, Ef 

5 EF THIS F on the 
u Doctans of Cuax- 
SA ces, is moſt humbly 


_ enden to your Lordſhip, in 
VVV 


D E D I 0 A 71 0 M. ö 
8 of the many 8 


Favours conferred upon, 
ee 
_ Humble, and moſt 


Obedient Servant, 


 Epwond HovLe. 


Ne —— 2 \ 

N 7 2 — 4 CG _ D P WD 
Ute F Ne 8 e J 
ES 4 $00 J 2 
J. % W | => 


ſe you ave 19 0 5 Rules 
and Examples, plainly expreſ- 
ed in Words at Length, where- 
dy all various Caſes, and the Odds of Games 


E of any Kind, may be eaſily reſolved, with- 


out any Knowledge of Algebra, or Lo- 


| garithms; by which the moſt unſkilful Per- 


ton in betting his Money, is put upon an e- 
qual Foot with thoſe who have applied them- 
ſelves to this Kind of Study for many Years. 

Calculations at Whiſt, when you are one 
Game love, and. any certain Number of 
Points in the ſecond Game, how to bet your 
A '$: „ * 


vi The PREPACE. 


Money upon an Equality; alſo Dir eAions for 
calculating the Chances at Whiſt. 
Calculations at All-Fours, which ſhews 
| you the Odds when you ought to beg, or 
give a Point to your Adverſary when he begs, 
with Directions how to calculate the Chances 
at that Game. . 
Tables of Annuitics upon Lives, calcula- | 
ted according to the London Bills of Mortali- 


ty, and Breſlaw Tables; with ſeveral other | 


uſeful Fables, which the Reader may under- | 
P ſand without any Knowledge of Decimals. 
| Calculations for Lotteries and Dice, with 
Directions how to perform the Operations. 


A ſhort Table of the Powers of two, R 


| hewing the Odds of winning or lofing any | 
Number of Games , an W of . 
Chance. 


AN | 


 Doerazing of Crances, &c. 


CHAP. I. 
co 


8 E the various Conjuntions which 
| ſeveral Things may receive without 
any Regard to Order, being taken 
2 and 2, 3 3 and 3 Sc. 5 | 


The Rs LE. 


Fir, Vou are to multiply nts. begin- 


mM ning with Unit (or 1) as many of the leaſt of thoſe. 


Numbers as your Combinations are to be of, and 
the Product of that Muluplication 1 is to be the Di- 


viſor. 


Then multiply 11 8 the ſame 1 ea 8 


a5 many of the laſt or greateſt of thoſe Numbers 48 


JT 


— — — 


1 An Ess av on the 


your Conil are to be of, for a Dividend; 


then divide that laſt Product by. the firſt, which 5 
Aolves the Queſtion. 


ERaNT TE . 


duere, How many different Combinations oe --- 
three may be had | in fix Figures, Vit. 1 2, 3. 45 - 


8 e = 
Thus, 6 )) C˙.ÿ/ 
120 The tree higheſt Numbers multi- 
Wa into one another for your Di- 
— INERIA vidend. 
Thus ' - | 
ER: : 
* The 3 loweſt Wider multi- 
plied into one another for your Di- 
viſor. 
Dividend, 
| Diviſor | 120 20 "different - Combinations © 


gures. 
Yau ſce the Dividend being 120, 1s the Produet 


of the 3 higheſt Numbers multiplied into one ano- 
ther, which Product is to be divided by 6, being 


the 3 loweſt Numbers multiplied into one another; 


| which makes 20, and ſhews that the Combinations | 
of 3 in 6 Figures make. RE 


Quere, 


9 455 may be bad of 3 in 6 Fi- 


3 


& 8 92 7 2 E 7 unn — Y * 
* 2 2 W * 5 5 
p c 


cs a_  Y 4 _ wwe 


* 
eee eee e e 


* 
28. 
* 
£ 
7 
5 
Ly 
15 
—1 
£4. 
i" 
4 
271 
# 
. 
V 
J 
— 
N 
7 
5. 
1 


Doctrine of - Caances. 819 


Quere, How many Combinations may be had of 
4 Cards in 7 Cards? 


You are, as in the former Caſe, to multiply the 


: four higheſt Numbers together for a Dividend, then 


you are to multiply the four loweſt Numbers toge- 


ther for a Diviſor, and 1 as in the former Ex- 
- ample. e 


EA A 1 PLE $1 


Thus, 7 


7 210 | 


a0 Total of high Numbers for a D. ä 


dend. 


24 Total of low Numbers for a Divi- 


ſor. S 


| | 8 ; 
Heier 24 840 35 different 3 
72 | may be had of 4 Cards in 
— ſy, 
120 
E 


Thus 


— — = > n 232 
** 7 i < — — = — — 
8 —ů— — I — 3 —_— — — — — 
ben ona a — 2. —— — — 4 _ 
* * DS con —— _— 2 _ _ 


-j 1 Tn 
) 
$$! 

j 7 1 

\ 
18 
14 1 * 

13: [7080 ! 
n 
e 

eee 

tt . 
Fin 

be Ss FN 

- 1 = + 
fl 134, 

» $5, [mn 

1981 | #17; 

. 4 . 
" 1 4 t 
3 
? 1 5 
GLAS 

16 147 

11 Hh 
Wh 1 
o Wo 

it} 1 

F . 

711 
F * 
j 


——ͤ—*— f — CE — — — 


10 oo An Ess A v on the a 
Thus any Queſtion of the like Nature may be 


ſolved. 

4 Hort Table which FR Sits alk in theſe : 
Kind of —— | 5 : 
HT Fe e ey 
— [SOS 
; E 1 
2223 . 
EF 4-4 | 1 1 
EK 5 N 12 AN | 2 

r 

— 28 Ea 
= lo ss sss 815 


An Explanation of the Table. 


Suppoſe you are to find out how many different 
Combinations there are of four in ſeven, look for 


four in the Perpendicular, and carry your Finger a- 
long that Line till you come under 75 where 1 
Will find 35 the Anſwer. 


Thus you may — for any other Caſe with- 
T1 be 


in the Limits of the Table. 


DocTRIN of Cu ANC ES, 


The Pore of two, or a Table to find out the Odds 


of loſing any Number of Games, upon an . 
of Chance within the Limits of the Table. 


Thus, 1 1 3 
— > - = 6 
jj ĩ - 
F 
7 — - 4 128 
VoMl d 

R 
1089 g, 
mp 
1 
13 . „ $a 
VVV 
9 D 


Ar Explanation " the Table. 


[ you require to know the Odds of loſing 
three Games together, looking in the Table for 3, 
and againſt it you will find 8, therefore by ſubſtract- 
ing 1 out of 8 there remains 7; which is the Odds 


12 


of not loſing three Games together, viz. 7 to 1. 


| Caſe, 


* 
p 


CHAP. 


The like Method | 827 be taken for any other 


— * — — 
— Dp 7 5 

— — — = 8 £ — a 
— — —— . 9 — — — ” 
: — — 2 — —— — — 

- — — — — —— 
— 3 — 
- 5 — — — — — — — a 
8 LC £ ra k 2 ” — 

2 - 2 — —— <-* A 
325 ᷣͤ —— — — : \ —_ — — — — — 
— Us TY — = "I — 

2 — E = — — = — l — — — — 
— — — — — — — — * * — — — — _ — _ — - — 
2 » — — — — — —— — 
— on 


è—ũ—ä > — —— — — 
e * CET = — * 


D . 

— — £ 
. 
— 


» — 


r SIS, 


OY — — 
— => - — — — - = 
I WO EIT —— — — EAT TE — 
- — — 22 


— 


— 


— <n— 
— — 
x Bah IS, 


— —— — P — QQ — — — 
— — — 
. — —— — 
—.— —_ — = — 
- —.— — — 
— — — — * 
- —— I — 2 
= - 22=5 


* 2 


1 
31 


R Ess ax on the | 
CHAP. "It 


PE LY a 


Wir Chance bas the younger Hand, to 


take in three certain Cards: How 1 is this 
Caſe to be ſolved? | 


| You are to A the er belt Numbers 
into one another for your Dividend; ; then multiply 


the three loweſt Numbers into one another for your 1 


e there "us 20 Cards unſeen, 


EAM PL EI. 5 


Thus, 19 
„„ 


Thus. 1 
2 
8 2 
we 

8 The 3 lowelt Münden 


5 Dividend. 


DocrRINE of CHANCES, . 19 


n 
Diviſor 6 | 6840 | 1140 


Auer, What Chunce has the younger Hand, to - 


take 1 in an Ace, Raving 1 none dealt him. 


The Neude of e in which the 4 PER are 
contained being twenty, and therefore the Number 
of Cards, out of which the four Aces are exclu- 
ded, being ſixteen; it follows, that the Number of 
Chances, which mere are for taking three Cards, a- 
mongſt which no Ace ſhall be found, is the Num- 
ber of Combinations which ſixteen Cards may af- 
ford, being taken three and three, which Combi- 
: nations are thus found. 


You are to ui, 16 25 15, that Produd by 
14, which make 3360, being the whole Number 


of Chances of the three higheſt Numbers, for a 


Dividend; then you are to multiply into one ano- 


ther, the three owe Numbers for a Diviſor. 


— — — — 
— — — — 2 —— = > 
— —— — — — — — — — — — — — 
9 * ” = — — — — — _ 
- _ — = 2 — — 
=D 2 = = 3 — — * em" F = 3 . = — 
- — 2 2 2 = 2 — 
— — — * : 3:5 — - — — 2 
r. = — C CS * ain MY q — 
— — > . — - - => w- — —— CE I - N — 
ä ————— —— * —— En * —- — — „ — — — __ 
— 22 ws I nn 


o 

— ——- — — cn 
» — + 

X 2 — 2 4 —— 

EY 9 =") — — 3 


— pe, — 
3 rer — 


— 


—̃ä 
2 : = — 
BB —B 
— — ISI 
1 — 4 Er - 2; 
— — 
n — . 


1 8 —ůů—;ðEʒæx.!iĩrͤv—ßßK——ůů—ů — 
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85 Ex 4 p Lit ik: 


Thus, 16 
| 15 


3360 T he three higheſt Numbers for a ; 


Dividend. 


Diviſor. 
3 Dividend. 
Diviſor „ 35 5 


36 


Now all the Number of Chances as found in the 
preceding Caſe, being 1140; from whence it fol- 
lous that the Probability of not tastnmg an Ace in 
three Cards, is 14 or 5 50 to be jublicated from 


1 1405 which ſolves che Queſtion. 


Thus, 


The three loweſt Numbers for 1 


1 
: oY 


| DocTRine of CHAaNCs. 4 5 


Thus, 1140 
Subſtract 550 
580 for making; in an Ace, and 560 a- 
gainſt it. Which when re- 
duced, will be found to be 29 
for taking in an Ace in 3 Cards, 
3 28 for not oy it. 


= _ — — r —_ — 
— - — — — — — — — — — — 
— — — w- — — 
— - — 
— — 1 . IR TT — —— Ä——ͤ—ñ— ==" — — — — — 
T- —_— —Y — — 7 — * — — — 2 — — 
_ 2 — e . — ” — — 
— 2 L —_— — — 3 7 
— — 5 — —— < — 3 — * * — — — * 
- rs EL = — — _ - — — 
_ — OBS PR” - - - — — — * 
— — * — —— - 3 — _ 
—_—_— —— 2 — —— - — 2 _ . © — of 
C ban * — a - — - — — — — — 
2 2 22 CIT. 1 2 7 _ — b n+ — 


— — 
— — 1 


—— — 
. 


CHAP. mn. 


— ey —_—_ 


1 bo 
' $34) 4 
iN - a1 
. 
1 
a7 if 
Wks | 
[i 5 
1 1 
19676 
"i 1 14 
} 4 
183 
HAH 
WH 
1 
8 
1 
Nin 
(1 « 1 
1 
4 


E T us fuppoſe a Pack of Cards containing 36, 
1. to be V divided between A and B. 5 


vere, What is A's Chance for having four cer- 
tain Cards (or four Aces) in his LH Cards dealt 
him! „„ 


Von are to multiply the FRES higheſt Numbers 
together, in order to find out the whole Number 
| * Chances, which make 1,413, 20. | 


| Then you. are to multiply. the four higheſt Nan. 
bers of A's 18 Cards, which make 73,440 for a 
Diviſor ; after you have divided the whole Num- 
ber by 4's Chances, that Produt ſolves the Queſ- 


tion. 


Thus the Whole "ROT TER of Chances. vx. 
1,413,720, are to be divided by A's Chance, vix. 
7 3-440, 09 {olyes the n 


EAM ILE 


—_ —— ——— —  —___—  R—_ 


4's *s Chance, 7 3-440]1 413,7 1 


„ An Ess AV on the 


Ex AM PP C x I. 
The whole. 


73440. 1 Subſt. for A. 


1 679320 18, 25 againſt 4. 
660960 ; | | 


r 
-— 1458889%ẽ 


367200 
7 200 


Thus you may ſoc that it is 18 wi + to 13 a- 5 
gainſt A's Raving any four certain Cards el 
him. b 5 


E x A M P EK II. 


Let us try whether the foregoing Cale, as ſolve "oY 1 


will 1 95 agree with our former Direttions. . 


4 Which” 18 to multiply i in he ſeltowing Outer, © 5 
: diz. 18 by 175 that Product by 16, and that Pro- | 


duct by 15, which make, as in the preceding Caſe, 


73,440 for 4, which is to be divided by the four 
loweſt Numbers, multiplied i into one another, vir. 1 


I, 2, 3, 45 wy: make 24. 


T hus, _ 7 [aw 3060 for A. 


* 
144 


The 


e of on ANC „ 


Then you are to Molly, as in the preceding 
Cale, 36 by 35, that Product by 34, and that 
Product by 33, being 1,413,720 the whole Num- 

ber of Chances, which are to be divided by the 
four loweſt Numbers, viz. 1, 2, 3, 4, multiplied 


into one another, which make * for a Divi- 
for. ; 


Thus, "ul 4135 bees 
120. 
e 
| T5 | 


217 OY 
1 fr ol pe a na oz 


Now in order to find: out the exact Odds, you 
are to divide the foregoing Number 58, 905 by 4's 


Chance, viz, 3060 which Frodos ſolves the 
n ng toad I -h 


_— 


Thus, voce ag 19,25 
306 O 7 MP 


"ome 18,2; againſt A. 
27540 


7 
e 
1530 
50 . 
— © ABER CHAP. 


gen ̃ ͤ—--t:ę AA r 066 


| 1 8 f _ An Ess Av on the 


CHAP. IV. 


ALt-Fouks. 


AS E 8 cdlotated; in order to ſhew- the 1 


Player the — for and . him, to begs 


5 not to beg. 


Fit 21 What 18 the Chance, that 4 holds 1 
one * or more in bis fix Cards dealt him. OE 


| Hfwer, Ie; is nearly n nine to two for him. 


Second, What TY the " "BSI that A holds any 


one out of two certain Candi e VIZ, „ eds or King of 8 
Trumps. 85 


Auſuer, It is ; nearly three to one e againſt him. 


7 bird, What i is the Chance hat A holds any « one : 


out of three certain Cards, 4 viz. Ace, King, or. 
Queen of Trumps | 


| Anſwer, It 1s nearly nine to five againſt him, 


erb. What i 18 the Ch that Fl holds any | 


one out of four certain Cards, .. Ace, King, 
: Queen, or Knave of Trumps. 


Aultuer, It is dea, eleven to nine e againſt him. 


Hifi, 


Doervinz * CHANCES. 19 


Ids any one 
F Firth, What i is the Chance that A ho 
of five certain Cards, vz. Ace, King, Queen, 


Knave, or Ten of "Trumps. 


Anſwer. It is nearly twenty=cight for him, to 
twenty-five againſt him. 


Sixth, W hat is "the Chance that A holds. any 
one of fix certain Cards, viz. Ace, King, Que 
Fnave, * or Nine of Neat „„ 


| Anſwer, It i is nearly three for bim, to two againſt 
| him.” e 


-Srqwith, What is the Chance that A holds any 
"one of 3 certain Cards, viz. Ace, King, Queen, 5 
4 Knave, Ten, Nine, or Eight of Trumps. - Te 


Anſwer, It is nearly. dirt nine for him, ; to twen- 
y againſt him. 


Quere, In how many Deals: am 1 entitled to turn 


= up Jack. 


Ar FI Ie ; 18 ; nearly an . W that you 
turn up Jack once in eight Deals : Thus, there 
being four Jacks in a Pack of fifty-two Cards, con- 
ſequently, there is one Jack in thirteen Cards; 
therefore multiply 12 by 07, which lolves che 
5 Ne | 

＋ hus, 13 


According to Mr, Demoivre's Doctrine. bs 


Vere, 


y —__—_—_—_ >_>" gow 3 — a. Lew you 
* 


%% J. Eav on the 


| Sen Fil, What Chance that 4 holds, ther | 
Ace or King of Trumps. | _ | 


Forty- ſive Cards being the 8 you are to 


multiply 45 by 44, which is 1980 for the whole 
Number of Chances. 


: The whole Number of Chances, ns os 1 


he holds A and not B, aer 39 by 6 


which gives „ . 


A's Kane to hold one or the other, 9 
234 


That he holds B and not 4, multiply 1 234 


5 beſore 5 — 
From the whole Number fabfir 5 | 468 


ry Remainder againſt bim 1542 | 


ab herefore, i it is N three to one, that he holds 
neither Ace nor King of Trumps, 


C HA p.-Y: 


\ALCUL ATIONS at Whit, to ſtew : 
C the Odds upon winning the firſt Game of the 1 
Rubber, and alſo any Point of the + ſecond Game. 


 Cuppoſe 


ce 


3 


4, 


Doc RI N E if Ca NC E. 45 


Suppoſe Elder Hand: for, àgft. 


Game; 


Firſt Gale, and 8 13 of the ſe- 
, cond, 18 nearly 5 — 


—— ; 


Firſt Game, and 2 ove of the ſe⸗ } - 


cond, is 


Firſt Game, and 6 fig of the ſecond, "7 to 1 


Firſt Game, ard 5 love of the ſecond, - | 7 5 * 
Firſt Game, and 4 love of the fecond, - 4x tor. 
Firſt Game, and 3 love of the ſecond, <4 RE 
Firſt Game, and 2 love of the ſecond, — 7 6 2 
Firſt Game, and I love of the ſecond, - 65 to 1 c 


Suppoſe 4 rand his Painting are one 77 of the 
Rubber, and 9 love of the fecond Game, and twelve 
Pounds depending, it is plain that A and his Part- 
ner, are entitled to receive eleven Pounds of the 
Stake depending, and the Adveriaries one Pound 


: only. 


BW The like PEPE (in Caſe of dividing the Stakes) I 
may be taken | in any other Beute of the Game. 


Let 


Firſt Game, and 9 love of the ſecond 5 
+ 11 fol 
11 to 


to f 


| The Uſe which may be made of the foregoing 
; Table, Shs 


: 
1 
y 
1 
1 
0 [7 
4: 
117 
„ 
1 
4 L 
: , 
- 
: 
: 
: 
14 


I. 
11 
$1} 
TIM 
17 
* + | 
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Let us ſuppoſe thats 9 love with the Deal, 15 near- | 


3 I. 


With the Deal. | for, | ugh 1 
wy 13 o 1 


Firſt Game, and 9 love of the ſecond 
Game, | is nearly 55 — 


| Firſt Game, and 8 wu of the frond.” 
is nearly 3 and x per Cent. more than 
3 the former. | 


cond „ is 


Firſt Game, and 6 fore of — ſecond, - 8 to x | 


Firſt Game, and 5 love of the ſecond, - 6 to 1 


Firſt Game, and 4 love of the ſecond, — 5 to 11 
Firſt Game, and 3 love of the ſecond, - * 4t-- wr | 


Firſt Game, and 2 love of the ſecond, 4 tor 


Firſt Game, and I love of the ſecond, 8 5 to 2 


: CaLc ULATIONS at Wit IST. 


Variations. The two Letters (or Cards A, B, 5 


or 1, 2, may be placed two different W dix. 
A, B, or B, 4,or i, 25 r 2, l. 


A third Latier 0 may be se d before them, 


between them, or after them, that is, three 
Ways, | 


Firſt Game, and 7 love of the — 1 FE : 
10 to 


| tc 


QT 


Ql 


DoeTrInE of Cranes. _ 


Theſe 3 multiplied by 2 make 6, 54 i is to ſay, 


hy the different Poſitions of A, B, C, are all the 


different Ways that three Letters, or Numbers, 
can be ranged in a different Order. 


And if a fourth Letter D be Tntroduced, "multiply | 
the Variations of three as already by four, and to 5 


on to the End of new Numbers. 


| Hence, firſt Rule, hie the Number of 15 : 
ters, or Figures, whoſe Variations or Chances are 
fought into the inferior e een to Unity or: 


one. 


Mee many different Ways can range | ow Ler- 


ters or Figures. : 


To find the N you are to multiply then 
in the following Order, viz. you are to multiply 5 


* by 4, which makes 20; that Product is to be 


multiplied by 3, which makes 60; and that Pro- 


duct is to be multiplied by 2, which makes 120 3 
oy which ſolvesthe Queſtion. 


88 e or Eee, if out of any | 
Number of Cards, I am to chuſe any 2, any 3, 
&c. how many: Ways may I vary my Choice. 


Suppoſe the Number af Cards” to 6 1 


and that I am to chuſe two of them; firſt, I may 


chuſe any one of the thirteen, then 1 may chuſe any 
one of the remaining twelve. 


And if T am to chuſe three Cards, Imay chuſe 


one out of the remaining eleven; therefore, to find 
aut the Odds, Jou are to multiply the two higheſt 


Numbers, 


156, and are all the various 


24 An Ess aT on the 


Numbers together, which are 13 by 12, they make 
Ways of chuſing two 

in the firſt Caſe ; and 13 multiplied by 12, and that 

Product multiplied by 11, which make 1716, being, 


all the Varieties of Choice of three Cards in the | 


ſecond Cale. | 


But we muſt conſi Aer, that hen we chufs two | 


Cards, whether I take A firſt, and then B, or B 
firſt, and then A, I ſtill chuſe the ſame Letters ; N 
is plain, that J muſt divide 156 by 2, that i is, , by * 


the Variations of two. 


And 2 I chuſe three Cards, 1 * the | 


Number 1716 by 6, that is to ſay, by the Variati- 
ons of three; ſince, however, the Order in chuſing 


of them may be varied, they are ſtill the fame Let- | _ 


ters, a0 the Choice 18 the ſame. 
Hence, ſecond Rv LE. 


Mutipty the Nomdel of Cards in this Cafe be. E 


ing 13) out of which I am to chule in the next in- | 
ferior Number (12) and then into ſo many inferior | 


Numbers, gradually as you are to chuſe Cards. 


Then divide the whole produkt, by the Varia ©; 
tions of the Cards Pg are to chuſe. 85 5 . 


4 # FI F ; / = 
bi $44 BENE 7 $45.03 $1330 35-447 
| 2 a 1 9 8 5 9 F . 2 9 : 3 : 
1 , ©: CY 8 y 18 Yo Þ E - 171 1 : 
eee er 1 r. 105 ee es 2. 


I am to chak two Cards out of thirteen : 000) „ | 
many different Landes may I form? 


, 1 


it 


. 


a. 8 


the Variations of the 2 loweſt Numbers, viz. 15:25 
_ which Product abe 78, being the Anſwer to ne 
| een. 


by u, which makes 1716, and then divide that 
Product by 6, which is the Variations of the 3 
loweſt Numbers, viz. 1, 2, 3, which Product 
oy 3 the Anſwer to the N 
on. „„ e LO PILE: 


5 another. 55 


II, ard that Product by 10, which make 17160, 


| Doonan * CnAxoks. e 


A You are to e ihe + two | bien 
Numbers together, being as 12, which make 
156, and then divide that Prodv@ by 2, which is 


— 


| | 18 4 
Or! Tow to Ow of 1 13. 


Therefore multiply: 13 oy 12, and that product 


8 


— — _— > Rr —. — - — - — — — 
. _ _ — 2 2 — — AP 
— I — _— — _ — — — —— — — 
— 8 — — —— _— = . — - 
— 3 gp 2 —— 2 oy —— 1 — . - 
YT 2 — JI 1 22 1 p fr — — — — — — — — 
: — — — —_— — . 2 . — — — a 2 m - = + — —— 
2 —— q ——— — — „ = 7 5 — — — 
—ͤ—ũ—66ũ— — — — — — _ —— — .. — — W 3 * — — — 2 —— — 
— - . 4 - * 5 2 ann. + _ — = — — 8 — — — — —y—ͤ—ö' 
— — BE N 8 * , - — — - 7 8 ——— 


vr 2 — 
* - = —% . 
£5 A rom — <= 6 
= ASS 9 — rare wo ens 
= — 8 — 
— — 
_ 3 — 


The three highef Numbers multiplies into obe 


: Dividend. 
Diviſor 6/17 ** 
„ 12 | 


Or i am to chuſe 4 Cards out of ys 
7 il 


1 3 . 13 by 12, that Prodt by 


which: Product is to be divided 55 tha four loweſt, / 10 
89 Nambet / ib 


— H —··i᷑2ͥ8 
— — — — — — — — — 


26 An Ear on the 


5 Numbers multiplied i into one another, Vi. 10 25 Bi 


3» 4 


: The 4 higheſt Numbers as n make 75160 
The 4 loweſt Numbers as before, make 24 


Dividend. 
| Diviſor 24 „ 


Ther efore it is 714 to 1, that out of a Pack of | 


Cards containing thirteen, that you do not draw four 5 


certain Cards. . 


1 N range a certain Number of Cards, in a 
certain Number of Places. 


Third Rox L E- 


1 the higher. Numbers of the Places 


together, as in the ſecond Rule,. but do not di- 


. 
EXA 


| How many Ways: can 1 [range t two Cards | in at- 


| teen Places, 


| Py Vo are to multiply 13 * hs which 


=. folves the We 


Thus 


. Thus, 13 
1 8 


| 56 Ways 


How many Ways can I range four Cards in thir- 


Anſwer, You are to multiply the four higheſt - 
Numbers into one another, which ſolves the Queſ- 
VV v 


Thus, 13 
3% 


5 


1716 
1 


Make 17160 Was 


N. B. I do not divide as in the Example to the 
ſecond Rule, becauſe I then ſought only how many 
many different Choices I might make: Here Irange 
my Cards differently, not only with regard to the 
different Places I put them into, but alſo to their 

Variations of Poſition amongſt themſelves. 


n Ap- 


= which make all the Ways, 


which make 156 for my Yartner' s Chance, 


28 85 An Es8ay on the 


Applicaion of theſe Rules at. Wuler. 


Firft Quere, What is the Chance that my Part- 5 
ner holds two certain r | 


Suppaſe the Number of Cards in the three Hands 
to be thirty-nine : By the third Rule, theſe two 
Cards may lie in the three Hands, Thus: multiply 
the' two higheſt Numbers WEI, Viz. 39 by 38, 


| Ways. 
- THOR 


And bs the fame Rule, they may lie in 


my Partner's Hand; 13 multipted by 12, ( 156 


which is to be ſubſtracted from the Whole. 


— — 


1326 


Anſwer, 1326 to 156, which when ED REP is 


17 to 2, that my Fe has not two certain 


Cards. 


Second Qyere, That of the two Und A 5 B, 


one only lies in my Partner's Hand, and that the 


Adverſaries hold the other. R 


Ain 11 ehe 8 
Bi in 1 of 20 „bier . 


Multiply 4 "99 
together F 9 


338 


| Doctrine of CHAXCES. 29 


7 in 1 of 13 Places 
A in 1 of 26 Places 


Multip'; > 78 
r 


— TST 


„%% 
F Third Quere, That the Adverſaries hold A and 
Total of Chances as before, 5 1482 


By che third Rule, Two Cards in twen- 3 
i by-fix Places are 26 multiplied by 25, which . 5 
make 650; theſe are to be ſubſtracted from 5 

the whole e , 175-1 wm * 


—— — 


3 1 32 
The chance then is 8 32 to 650, or when re- 
duced, is 32 to 235 | 
Z Paoor of the OvznaTION, 


Chances 
2 bat my Partner holds both Cards, i N 156 
That he holds only 4. 3 — 33238 
That he holds only B, 3 08... 
; That the Adverſaries hold both, s — 650 | 


— ww 


1482 
What 


30 5 An Ess av on . 


What is the Chance that my Partner holds three 
certain Cards: Suppoſe, the Number of Cards to be 
| int nee in three Hands. | 


To find the whole Number of Chances, you are 
to multiply the three higheſt Numbers into one 
another, viz. 39 by 3 38, and that Product by 37, 
| which make he $4%04 


And to find my puer“ 8 "Chance: you 
are to multiply the following Numbers into 7 
one another, viz. 13 by 12, and that Pro- 1716 
duct by 11, which make 1716; which is to 

be ſubſtr acted from the whole Number. 


9 | Remainder 53088 


BO Therefore 4 we - Gd: it is 5 3088 to 17 16, that my 
Partner does not hold three certain Cards. ; 


When reduced, it is nearly 31 to 1 «againſt my 
Partner. | 


Firfl FIRE: What is the Chance, that the Dea- 
: lers at W hiſt have four Honours, 


Anſwer, Twenty-ſeven to t two o againſt them. 


Second, What is the Chance, that the eldeſt 
1 8 Hands have four Honours. | | | 


Anſwer, Twenty-three! to one againſt them. 


Third, What is the Chance, . that cither Side | 
have four Honours. 


A. jwer, 


Dorn ixn of Cuaxcrs. MT 3 


22 Nearly pighit to one againſt them. , 


Fourth; What 18 the e that the Dealers 
have not three Honours, 


Anſwer, Thirteen to ſeven — them. 


5 Fi th, What ! is the: Chance, that the eldeſt 
Hands have three Honours. 


| Anſwer, Twenty to ſeven nearly, againſt them. 


Boppoling a Heap of thirteen Clubs, a alfo > a heap | 
of thirteen Spades, ow 


: Quere, What Chance that you take out of both ; 
| Heaps the two Aces, or any two certain Cards, 


9 Thus ſolved, The Probability of taking 
= os out of the firſt Heap, is — or I Chance 
out of 13, and fo is the Fang of taking an 
Ace out of the fecond Heap -: 2,'Or 1 Chance out 


of 13; therefore, to find out the exact Odds, you 
are to multiply = — by = —, Or multiply 13 by 135 
and that Produit ſolves the on, 


. 
39 
3 


— — 


169 C hances in the whole, therefore i it is 
168 to 1 againſt you. 


* Suppoſe. 


32 | An Ess g Y on the . 


Suppoſe « out of 1 Heap of thirteen G 


of one Colc ur, you ſhould undertake to take out 
the Ace, and then the Deuce; though the Proba- 
bility of taking out the Ace be , Or 12 tO 1, and 


the Probability of taking out the Deuce, i is allo 255 


or 12 to 1; yet the Ace being ſuppoſed as taken 
out, there will remain only twelve Cards in the 
Heap, which will make the Probability of taking 
out the Deuce to be , or 11 to 1; therefore 
the Probability of taking out the Ace, and then the 
Deuce will be , multiplied by , or multiply 


* by 125 which ſolves the Queſtion, 


Upon this Way af 8 the DoAtrine of : 
| Combinations may be « rounges. 


Thus, 1 
1 + 


2 


156 Chances i in the whole, therefore i it 


is 175 to I againſt you. 


CHAP, Vl. 


| uri of Queſtion on 1 ef Chance, with b their 


8 olutions, 


A and B, play at a Game of Chance, A has five 


to "Fa in hug F avour to win that Game. 


We re, 


OO Quore Firſt, What is the Chance, that A loſes 
5 85 Games together, having five to four of each 
Game. 


The Method of finding out the whole Number 
of Chances is thus: firſt, you are to add 5 to 4 to- 
gether, which is the Odds of the Game, in Fa- 
vour of A; then your are to multiply that Product, 
which is by Nine, which makes 81; and that is 
the whole Number of Chances, out of which you 


are to ſubſtract B's Chance, which is 4 to be mul- 


tiplied by 45 which makes 16, and the Remainder 
being 65, is in Favour of A, and 16 in Favour of 85 


Thus 5 
Add, * 


Muttiply, 11 


The Whole. 
81 i Ts the whole Number of f Chances, 81 


FN By Chaos, 4 
5 IT 
16 16 B% Chance to be fubſtraQted 16 | 


In Favour of A, 65 
In Favour of B, 16 ; 


| The Whole 8 : 


| Therefore, the Odds in 1 of A is ; ſixty- 1 


to ſixteen in Favour of B, or nearly four to 
one. 


Quere Second, A has ſeven to four for winning 


we Game of B. EE 
| What 


3: An Ess Av on the 


Whatis the Odds that he lofes two Games toge- 1 


ther, having ſeven to four of each Game? 


ads,” | 4 


Multiply, = 5 


— 1 The Whole. 


= Sans, 4 
Multiply, mn 


— : 


In Favour. of A, 105 


In Favour of B, 16 | 


—— 


The whole 121 


| ly. 


Quere, Third, What i is the Odds of lk three 5 


to two, twice together ? 


The whole Number of Chances, 25 
B's 


121 The whole Number or ee tat 


10 16 BY Chance i 18 to be ſubſt. 1 N 


When reduced it is ſix and A half to one near- 


O_o BA i oe a 


The W hole 


Docrnine of Caances. 35 


B's Chance? 2 
Multiplied 3 


4 B's Chance to be ubſtradted, 4 


In Favour of not loſing, 21 


—— for . 4 


i Fourth; What is the Odds of deln: three 


. to two, thrice together ? 


You ere to add three to two, 3 makes five. 
then multiply that Product by five, which makes 


* twenty-five ; and alſo multiply that Product by 


five, which makes one hundred and twenty-five, 
which is the whole Number of Chances : 'Then 
you are to multiply the Chances againſt you, which 
are two multiplied by two, which make four; and 
that Product is to be multiplied by two, which 
makes eight; which are to be ſubſtracted from the 
whole Number of Chances, and that ſolves the 
en, gs 


Muitiply, 5 4 


125 w ok Number of Chances, 125 
Aint, 


. — ˙ VA oO en rr 
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Againſt } 2 
you, | 2 


Multiply, 0 -4 


wu 8 Againſt you, ſubſtract — be 


Chances in Favour of winning, II 7 EN, 


A gainſt 3 


| By taking the like Method you may fad out the | 
Odds, in any greater Number of Games. 


Quere, Fiitb, What is the Odds of bots five 
to three, thrice together. 


Add, 
. BY 


1 : 


Multiply, c - . 


—— 


64 
8 


Againſt 


23 1 


512 Whole Number of Chances : 512 1 


DocrRIxE of CHancts. 37 


Matdplcd 27 Againſt winning, to be ſubſt 1 


— — — : 


In Favour of not loſing, 485 | 
4 5 1 e e 27 


512 


2 When reduced it 1s nearly twenty-eight to 
one. | - 5 


＋ he fore going Rules and Examples are ſo plain, 
13 we think It ncedleſs o give more Fam: 


GR. 


Et TATIONS on Dick. 


p a | pL R 8 71 Mike How many Chances are there 
01 [0008 AIAN . | 


1 be. vJon 2 7 on $4 on abs on 6 
r non, 8 21 a 7710 6560 


» 
— 


K — — — — — —— 
ͤ T 


4 
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The ah Number of Chances are to be . 


out by Multiplication, . to che 8 
Operation. 


Operation, ˖ö* ——— 


N 
O 


Three Dice, „ 


' 
1 
= 
D 

2 


Four Dice, 


Five Dice . | 1 : -» 


Six Dice. . - 4665s | 


Thus you may proceed for any greater Number 4 


of Dice. 


: | Second Quer e, Wpati. 18 the Odds of throwing fix * 
or ſeven in two Throws at Hazard with two 
Dice! * 


Anſwer, "oe are to nds out the whole 88 1 : 
of Chances, thus: multiply the © higheſt Number 
by itſelf, viz. 6 by 6, which makes 365 then that 


Produtt is to be multiplied by itſelf, viz. 36 by 36, 


becauſe 6 and 7 have only 11 Chances in their Fa 
vour to wn, and 25 againſt them, they make 36; 


therefore = 


tw 3 
„ 


|. 


N 


a}. 
EE 
Me 


is 


win I 


73 
which make 1296; being the whole Number of | . 
Chances: Then the Chances that may loſe are 25, 


Tt 


An 


| Docrrne of Cruan vers. 


25 
25 


ſubſtracted, 


"The Ds that loſea are to be 12 62 5 


In Favour of throwing 6 or 7 in } 6: 671 1 


two Throws, 


Againſt throwing 6 or 7 in uno} 625 | 


Throws, 9 - 


1296 


In order to prove the Operation, the Chances to ps 
win may be thus reckoned. 


Vi. Multiply II by 11, make, 121 


Then multiply 11 by 25, make, — 275 


And 25 multipled by 11, the ſame, 275 


——— 


To 


f = 
therefore multiply the Chances that loſe being 25 

by 25, which make 625; then ſubſtract it from 
the whole Number of Chances, which ſolves the 


COR. 


| Tag6 The whole Number of Chances, 1296 


ono nee ana, 
> ag q —— — —— —— 


one Chance for throwing two Sixes ; therefore, 
(according to Mr, Demotvre's DoAQrine) you are to | 
multiply 35 by 0,7, which ſolves the Queſti- 


40 An Ess AY OW the 


To throw 6 or 7 in two throws, - 671 1 


Againſt throwing 6 or 7 in two 
throws, — 


8 ; 


The Difference, 46 


Nori in 1 to EINE how much ber Cent, thals 


® F625 fblraft 


gain who undertake to throw 6 or 7 in two Throws | 


it out. 
khus, If 1296 gain 46, what will 100 gain. 
Anſwer, 31. 115. od. per Cent. 


Duere, Third, In how many Throws may you | 
undertake upon an Equality of Chance, to throw | 
two Sixes upon two Dice? 


Anſwer, The whole Number of Chances 1 5 


two Dice are thirty-ſix, out of which there 1s but 


Thus, 35 
| "97 


ty-four Throws and. 2 half. 
Qu ere, unnd In how. man e with 


three Dice may you undertake to throw three 5 


Sixes. 


at Hazard, by the Rule of Three you N find * 


245ĩ . may e to 401 in twen⸗ 


Anſwer, 


vith 
ee 


Wer, 


| DoCTRINE enen 1 


A. ſauer, The whole Number af Chase upon 
two Dice bei ng 36, and as a third Die is to be ad- 


| ded, you are to multiply 36 by the higheſt Num- 


ber of the third Die, which is 6, that Product is 


216, out of which there is but one Chance for 


throwing three Sixes, and 215 againſt it ; therefore, 
you are to multiply 215 by %, which makes 


150,5, and Mews that the Chances requiſite muſt 
be 150 and — | 


Thus, 6 
"6 


— — 


216 The Whole EEO of Chances, 216 
3: The Chance to with YT 

| Againſt dab „ 215 

Fe or throwing, [ 


215 
0,7 


— 


1 50,5 The Chances to be thrown upon an 
eee. 


Quere, Fi ifth, What is the Chance of . 


ſix or five at Haz Zara, in two Throws with two _ 
FE - gr EL Bok 1 | 
en- 


T he 1 8 of Des. are to be 3 


55 by multiply ing 36 by 36, which make 1296; then 
the Chances for thoſe who undertake to throw fix or 


five in two Throws are to be found by multiplying 


27 by: 27, there being ſo many Chances againſt 


them, 


111 — — _ 
| * 


T uwenty-ſeven multiplied by nine, the ſame, 243 


bo An Ess Av on the 


them, which make 729, which are to be ſubſtrac- 
ted from the whole Number of Chances, and 


there remains 567, for thoſe who undertake to 
throw fix or five in two Throws. 


Thus, 36 
356 


— — 


1 296 Whole Number of Chances 1296 | 


Multiply, : 5 5 


729 The Chances againſt . 
. fthrowing fix or five, - bac 8 


— — .—_ 


The Chances for throwing, "09+: c 


Ihe Chances againſt it, 729 
5 1296 


The Chances to win may be thus reckoned, mul- 


tiply 9 by 9, which make 81, then multiply by 1 
27, which make 243, and then multiply 27 by 9. . 


which make the ſame. mo 
Thus, Nine multiplied by nine, make 951 


Nine multiplied by twenty-ſeven, make 243 


—— ů ——ů ů—ðẽ—t 


567 


Againſt 


Doc rRINE of CHAances, 43 


| Againſt throwing 6 or 5 in 2 Throws. 


As above, 8 — wn 729 
For throwing, | "FROM Ge 507 


| The Difference, 1 62 


1 you would know how a Fe ir Cent, is s gained 85 
againft thoſe who undertake to throw ſix or five in 
two Throws, with two Dice at Hazard ; ; it may 


be found out by the Rule of T hreez as in a a former 


Ns Exam ple. 


Thus, br 1296 gains 162, what will 100 gain. 


Quere, Sixth, In what, 8 of Throws may 


you undertake to throw three Sixes t twice with three 


as Number of Chances on three Dice, 


as before is found out to be 216, out of which there 


is only one Chance for throwing three Sixes. and 


215 againſt it; therefore, multiply 215 by I, 678, 


and that Product ſhews the Number, viz. 360 
Chances nearly, according to Mr. Demoivre 5 Doc- 


trine. 5 


Ba „„ . 


8 44 An Essa v on the. 


E x AMP I. E. 


Thus, 1,678 
215 


6 
1678 


3336 10 


3c. ro Ie whole | SE _ 


1 ere, Seventh, What is 8 Chance of hows. 
- ing an "en in the firſt Throw with + four Dice. 


. The whole Nunibec of Chances upon 
van Dice are found out as before to be 1296. And 
to find out the Chance for throwing an Ace the firſt. 


Throw with four Dice, you are to multiply 5 by 
5, which make 25, that Product is to be multi- 


ed by 5, which make 125 for the third Die; and 
that Pug | is to be multiplied by 5, which makes . 
625 for the fourth Die: then Clad 625 from 
the whole Number of Chances, which. are 1296, 5 


it NEW: the 3 5 


Thus, 


l 


Su 


 DocTriNE of CHANCES. 45 


TEE: 


Two Dice, 


1 
Jv 
—— 


Third Die, 


| 


Fourth Die, - 1296 Whole Number 1296 


Two Dice, 


U 
* | * 


e 


Ace the firſt Throw with four Dice; 
this to be ſubſtracted from the whole, 


| Fourth Die, wy _ 625 For kbar an . 
5 q PS 


Aginſ 3 671 
F or throwing, 625 


The whole, 1296 


When reduced the Odds is thirteen o twelve 
g nearly, for doing it. 


Quere, Eighth, Suppoſe you wnderiake to throw 5 
an Ace, a Deuce, a Three, a Four, a Five, and a 
Six, with bx Dice, how 1 ls this to be ſolved ? 


Anſwer, 


4 4 Essay on be 


| fbr, You are to multiply the ſix Mende 1 

to one another, viz. 1, 2, 3, 4, 5, 6, which make 
720; then find out the whole Number of Chances F 
upon ſix Dice, which are 46656, therefore the Odds | 
will be 46656 to 720, againſt doing it; which 

when reduced will be OT. four to one e nearly. 


Multiply ſix Numbers into one another. 3 ] 
OY 1 13 
CY 1 
24 
5 
120 
. „„ 
7²⁰ Which is w be the Diviſor of 6660 6 
wjole Number. . 1 
| Dividend. | 
| Diviſor, 720 “ to 1 yearly.. 
A OT 
3476 > 
2880 1 
376 


CHAP. 


 DoerrinE Ul cuaxcks. 47 
C H A P. VIII. 


Is. a 8 to find out the. Number of Tickets,. 
which is reguiſite to entitle you to. a Prize, upon: 


an — of Chance. 


1 L E T us  fappble in a + Lottery. where there 


is twelve Blanks to one Prize. 


Quer e, Fiſt, How many x © ickets are. requi- 


ſite to give W an i rpg HARE. to get a. 


55 Prize! ? 


{You are to multiply 12 by 0%; 3 a * 
duet ſolves the N ASE. to Mr. De- 


e moivre. 
1 hus, 12 2 dz 
o 


9 + Nearly eight Tickets. . 
1 Second, Suppoſe ten Blanks | 


Pre 


Multiply as before,. 10 * 0. 


Thus, 10 
877 


7 0 Seven T hats ern Aly, will give an 
5 n Chance for a Prize. | 


Quere, zn rd, Suppoſe twenty Blanks o a 


= Prize ? * 


20 
857 


14, o Fourteen Tickets. 


Suppoſe 


48 An Ess av on the ES 


Suppoſe in a Lottery, where there is ; twelve 
Blanks to one Prise? 


Quere, Fourth, How many Tickets are tees 
to make it an equal Chance for getting two 


Woo" BY 
You are to 1 12 by 1 N which ſhows 1 
i 18 nearly 20 Tickets, T 3 _- 
Thus, r, 1,678 


ies: þ 


f : 20, 56 Twenty Tickets nearly. 
| Suppoſe a Lottery, of ten Blanks to a Prize. 


Quere, Fifth, How many Tickets are requiſite 


to make it an equal Chance for getting two Prizes ? 


Multiply as before. 


. I 07 
1124/4 BO! 


16,780 Seventeen Tickets nearly. 


"Suppoſe: a Lottery, of tweaty Blanks to a. 


| Prize, 


Quere, Sixth, How many Tickets: are cequiſits 


to make itan equal. Chance or getting two Prizes ? . 
5 Multiply as before. | 


Thus, | I 68 
20 = 


331560 Thirty - three and a half 
; nearly, 1 5 
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55 H A A * 5 


The valve f an Annes of one "TP | | | 
Tear upon a ſingle Life, Intereſt of Mo- þ 
ney at 3 per Cent. calculated — 1 | 
to the ma Bills YF TOR.” = = 


_ — 5 — 1 | 1 
| Valve, 192 | Value. o| Value, ; = 


] =; 3 


O © OO O 


18 8 3114 16 056 10 „ 
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1 715 Value of an Annuity of one Pound al 

| Year upon a fingle Life, Intereſt of Mo- 
| rey at 4 per Cent. calculated accoraing | 
1 the London Bills of Mortality. | 


:I 18 oi,» rp 
F 


31112 18 
3212 14 
3312 12 
344128 
35112 6 


oo 0 oOo 14 
oo o | 
00 U om 
000090 


- 
| 


— 
— 
— 
* 
O 
VI 
2 
— 
— 
| QA 
looocy 
a 
WI 
W WIS oo 


5 
9.0 0 © -0 


| 
| 


oval o> ond [ 


— 
O 
A 
+ 
00:00 © 
TE 
= 
N 
O0 0 0 oO o 
G 
00 


— — 


— 
© 
A ON 


_oool 


D 

2 

+ 

Qa 
00000 

© 

Q© 
oG:0 © 0-0 

_C" 

VI 


VI 
CO 
O 
wa 
(GS) 
my me 6 
N 
© 0 0 ο 0 


| DocrrinE of CHANCES, 


— 


3 
ID = 


Th Value f an + Mai OP one Mae 4 
| Tear for a ſingle Life, Intereſt 6 
ney at 3 per Cent. calculated according 


to the * Table. 


— 


S 3 = | IT | 


FE 
O O 


of M. 


| Vale, 23 
10 8 77 
19 12 0 
19 14 103 
19 17. 4,3 
19 25 4 


30 


16 19 7 


T> > 


11148 
7149 


31 


| Value, 


>] 


8 
ed 


16 12 77 


39016 


35 


| 
50, 


51 
52 
53 
54 


13 14 112 
4613 9 7,71 
147113 5. 072 
13 © 5 73 


I2 15 2 74 
12 10 275 
12 5 2 
120 0 
„ 
11 942 


96 70 15 18 8 
12 0]. 


— 


Valle. 


10 12 
10 6 o| 


16 16 . "$ A 7 


WHNND NNN 
| OO HON O mn pwL 


. 


-> 
a. 
6 
7 


LO 


9. 


— 


8 "wy Falue 1 an 727 2 Pound 8 


Year for a ſingle Life, Interefl of Mo- 
ney at 4 per Cent. calculated according 
to the Br ellaw TIO, 


— 


I Vat. ? 


16 10 © 
16 424 0 


18 47 
16 17 9 


16 15 7 


16 8 2 


12 18 713 


— 
16 12 10 


16 142 0 
16 10 of: 


16 6 2 


1 


> £T Wa 


10 1 


4. Value. a 


PRE A # 


53 03-5 
0 
13 7 2 


e | 


12 1 
12 


12 2 571 
[11 18 1072 


11 14 10 
11. 10 


10 


10 


10 
2 


Value. 


14 10 10ſ 56 
14 8 2 
[14 5 4 
88 
13 19 706 


13 16 fe 


8 © © 


2 © O 


G O 
m a 0 0 


| 2 


10 10/74 
11 © 10175 


" TEE % * <<. 


11 3 7 2 8 


4 


1 
S O 


On 08301 


| 


8 Sl 


Im Oo 


=} 


LOTS 
22221 


* 


* 


DocrRINx RE of CHAN ks. 


— 


ch TR 


—- — 


at the End of 


exceeding 60, Diſcount at 


* 


— 


any Number of Years, not 


"ou Cent. 8 888 OY 


the Rate of 3 


£4 The * 7 vhs of one Pound to be N ; 


© ow e £ — 6 


* — — 


12 
12 

11 
7 


1 1 = 


value | 


— 
* 


© _ o o O0 


0000-0 


2 o 


OO 


| 


00000 


— 


o 0 0 00 


A 


00.0 0:0. 


A oO 
MN mg 


— — . W W " 5 N ** N 


Aer: 


2 


0707000 


+> | an 


— 


| 


; —w 4 - 


4 1 . — _ _ 2 823 * * 8 A 75 — TT : K — 
7 n n T - : po woe : * Tm — s — — rn > "0 * e — 
— Wy _ - — _ \ ——— — a i 3 rr pa E . n : : "> a 
—— — — — 4 — _ oy — 2 — . 8 — OATS 3 > 2 9 — « . 0 4 db EDS BA 0 ny * 8 n © NN * — 
20 ue — og n Bo WO ade: ran” 8 1 . J 3 Y r e e n , s 
. D * = 2 ER Q K Cv — © 9 2 N W . N "gp , 4 * 
5 * K en 7 3 4 ” 
8 


An Ess A* on the 


— 


e 


— a 


— 


not exceeding 60, D 
compound Intereſt. 


— 


The preſent Value of one Pound to be 5 
at the End of any Number of Tears, 
iſcount at 4 per Cent. 


OO Ow 0 


Value. 


o 15 10 | 


9 3 


18 6 


17 10 
27-3 


16 5; 


0000 


O O 0 O 0 0 0 O0 o o 


2 © 


EN O 


1 
GO — 


Nm 000 88 
ND) 


00000 


NIE SY 


oO Q 


$j= 


n FT... 


O0 0 0 30 o 


8 


. 


| 


00000 
NN W "OB 


-- NN 


1 
, 
N 


th 


 DocTriINE of CHANCES. 


48 3 Ba RD! | | 
] The ke Value f one found a r ear a any 
Number of Years, not exceeding 60, Inte- 


25 7 — at 3 per” Cent. 


. |, "$1294 | 


K O © COST. O\ 


Value 


O | | % 


_ 1 8 32 


22115 18 92 


2316 8 11 
24161899 
317 3: 307 


26|17 17 6% 


25118. 6 63], 
28118 15 32 
$9.77 + -.9 
30;19 120 


b — —— 0 . a 


3120 0 0 
32420 7:10 


mY 8 


+ O0 


—_— 


FRE 


Sn>— rd 


As Ex8ay on the 


8 


2 


any Number of 


TR Y TOE: at 4 per Cent. 


———_ 


1 The The preſent 2 mY one Prin a ; Yea ear . 


Years, not exceeding 50, 


4 Value, 


1 


117-11 


Vale, ; 


O 7 
9 04 
17 4 
4 11 


12 


14 
15 
15 


15 19 
16 6 
16 13 
16 19 
17 


— 


= 


n 53 
2 1 


18 8. 2 


18 13 3 


[18 18 0 


19 2 104 


19 7 44 
1941 8 


| 1 15 rot 


927 


[ 


DocTRINE of CHANCiSs, 657 
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Doctor 
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58 n aer, . 
Doctor Halley, Profeſſor of Geometry i in the 
: Univerſity-of- Oxford, hath framed the--forego- 
_ ing Table, from Tables of Births. and Burials 

that were in Breſſuro, the capital City of thge 
Province of Srtefra-m Germany, for five Years, 
viz, from 1687 to 1691 incluſive, drawn up 
Monthly by one Doctor Newman of that City, 
and communicated. to the Royal Society here : 
| This Table ſhews the Number of Perſons, 
that were living in their reſpective Ages current. 


Some Uſes. wwpich, may be made of this Table. 


Suf ppoſe it was Irequined to know the Odds 0 


of a Man of 25 Years of Age, dying within a 
„%% 5 
Lock in the Table and you will find. in the 
Column againſt 25, that there is alive 567 
in the following Year,. viz. 26, there is only : 
560 living; therefore it is 560 to 7, that a 
Perſon of Twenty- five Years of Age: lives one 
Year. Or when reduced, 80 to 1. 5 
If you would know the Odds of a Man of . 
Forty, living ſeven: Years, you will find the 
Number of Perſons alive at 47 in the Table to 
| be 377, which are to be ſubſtracted from the 
Number of Perſons alive at torty Years of Age, 
which are 445; the. Difference being 68, ſhews 
that the Perſons dying in ſeven Years, to be 
68; therefore it is 377 to 68, or nearly 5 and 
* half to 1, that a Man of forty lives ſeven Years. 
If you would know how many Years a Man 
of forty has an equal Chance to live, look in 
the Table againſt 40, and jou, will find alive then 

445; then look in the Table till you come to half 

that. Number, viz. 222, Which ſhews that it is 
nearly | an equal Wager that a Man of forty Tears 
of Age, ſives twenty-two Years. 


